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Editorial 


Welcome to the best issue yet of 
RESET Magazine! 

Our feature section this issue, "Taking 
the Fear Out of Spreadsheeting", will 
introduce you to the concepts and appli- 
cations of spreadsheets. We feel that 
there are a lot of users out there who are 
interested in using spreadsheets, but may 
be intimidated at the apparent complex- 
ity and new terminology related to 
spreadsheeting. This feature section is 
designed to ease you into the world of 
spreadsheeting, to show you what’s 
available for the ST, and to start you off 
on some practical applications. Experi- 
enced spreadsheet users may even learn 
a thing or two along the way! 

Besides our regular feature section we 
also have a six page mini- feature on 
Dungeon Master, and a four page mini- 
feature on baseball games available for 
the’ST, 

This issue we introduce yet another 
new column. This column will focus on 
the musical abilities of the ST, particu- 
larly with Midi applications. 


The Front Cover 


This issue’s cover reflects our Feature 
Section: “Taking The Fear Out of Spread- 
sheeting". 

The cover artwork was created by 
artist Sam Dixon using guache, coloured 
pencils, and felt markers. The final art- 
work was then masked and airbrushed to 
give a solid background. The columns on 
the screen are random numbers printed 
out and added at the filmwork stage. 

The RESET logo, and all the text was 
merged with the painting at the filmwork 
stage. 


products, are trademarks and should be so noted, 


RESET Magazine is an independent periodical which is in no way affiliated with ATARI Corp. ATARI, 1040ST, 
520ST, ST, are registered trademarks of ATARI Corp. All references made to Atari products, as well as other 


Material in this publication may mot be stored for electronic distribution or reproduced in any form without expressed 
written consent. Request for permissions should be sent to: 
Permissions Manager, RESET Magazine, P.O. Box. 15866, Stn. ’F’, Ottawa, Ontario, Canada, K2C 387. 


Please tell us what you think of the 
magazine by filling out the enclosed 
survey card and return it to us with any 
comments, criticisms, and suggestions 
that you may have regarding RESET 
Magazine. 


Some of you may have noticed that 
we have skipped a month on this cover 
and made it the May/June 1988 issue. 
You haven’t missed an issue; it’s just 
that we had to bring the cover date in 
line with the reality of the distribution 
of the magazine. = 


fad A ep ~ 


Bob Thompson 
Editor-In-Chief 
RESET Magazine 


Next Issue: 
The feature section in the July/August 
issue will be "Telecommunicating". 


Production of RESET Magazine 


The staff of RESET Magazine use ST 
computers to produce the magazine. 
The raw text is generated by authors on 
various ST word processors and sub- 
mitted for approval. The text is elec- 
tronically edited, then converted into a 
useable format. The pages are then 
electronically created using the Publish- 
ing Partner desktop publishing program 
from SoftLogik. The files are then 
printed on a Postscipt laser printer, 
proofed, then fixed onto artboards. Any 
conventional artwork is pasted on the 
final artwork. The boards are then 
marked up with printers’ instructions, 
and sent out for filmwork in preparation 
for offset printing on a web press. 
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Chris Karson 


MAILBAG is provided as a forum 
for RESET readers to voice their op- 
inions, concerns and suggestions 
concerning RESET Magazine, A tari 
computers, hardware, software, and 
anything else that may be of benefit 
to other readers. Answers are pro- 
vided by RESET Managing Editor, 
Chris Karson. Please send your 
comments to: 


MAILBAG 

RESET Magazine 

P.O. Box 5273 Station "F" 
Ottawa, Ontario 

Canada K2C 3H5 


Private replies may be provided on 
request, as long as a self-addressed 
stamped envelope (SA SE) is 
provided, 


Before I get on with some questions, 
I would like to comment on a couple of 
reviews RESET received from other 
publications. The first one comes from 
a Calgary user club (CAST) newsletter: 


RESET is the newest ST magazine to 
hit the racks, barely one issue old. It 
seems that some of the lads from the 
FASTer and NCAUG user groups 
(Montreal and Ottawa) were ready to 
sink their teeth into something a bit 
more challenging, so they joined forces 
with this fledgling enterprise and pre- 
pare to battle in the open field. ..If the 
RESET lads keep up the standards, we 
could well see a redefinition of what 
Specialty magazines are about. Good 
luck to these people. 


The second came from the FASTER 
Disk Magazine in Montreal: 


...RESET doesn’t contain any programs. 
I don’t know if this decision is final, 
but you will agree with me that if 
you're not into programming, a maga- 
zine that contains about IS to 20% of 
listings is not the best investment... 
Still, the magazine will probably have 
to increase its programming contents 
volume if it wants to keep the pro- 
grammers interested. ...there is some 
lack of consistency that marks the short 
reviews section from Ross Judson, 
where GFA and Fast ST BASIC rub 
elbows with World Karate Champion- 
ship and Alternate Reality. ...The way 
I see it, RESET is a high quality pro- 
duct to which you will have to give 
your support to allow it to continue 
improving itself for our benefit. Do as 
I did; subscribe! 


First, I would like to inform every- 
one that RESET has no affiliation 
with either FASTer or NCAUG user 
clubs. 


Second: as far as program listings 
go, we do try to stay away from type- 
in listings, but we do plan to add a 
GFA BASIC column to our roster in 
the near future. This issue, we have 
included a few very handy GFA rou- 
tines in Dan Panke’s GFA Help! article. 


The inconsistency in our first is- 
sue’s short review sections, we hope, 
has been improved. Ross’ Ramblings is 
a review oriented column devoted to 
the programmer/techie and will no 
longer cover games, 


Thanks for the suggestions and kind 
words, CAST and FASTER! So, let’s 
see what’s in this issue’s mailbag... 


Dear Chris, 


I received a copy of Volume 1 #1 of 
RESET Magazine in my Christmas 
stocking and have read it with much 
interest. Congratulations on a fine 
piece of work. May we see much more 
of the same in the future! Some "ope- 
rating system" articles would be of va- 
lue to me. 


Of most interest to me was the article 
on Publishing Partner. As a Commun- 
ity College teacher who does a fair 
amount of technical writing, and as a 
registered owner and user of this soft- 
ware on a 1040ST for several months 
now, I found my evaluation very close- 
ly matches your review. I also found 
myself making up a quick reference 
guide as a sanity preserver, but yours 
looks neater. 


There are two major failings with Pub- 
lishing Partner for my purposes; fonts 
and printer drivers. My printer is a 
Star NB 24-10 NLQ dot matrix, and in 
order to use it at all I have to run it in 
IBM mode and use one of the Epson (9 
pin) driver routines. Results are slow, 
don't scale correctly, and are far from 
what should be possible with the 24 
pin head and a proper driver. I can’t 
afford a Postscript laser printer, and 
don’t want the hassle of sending just a 
few pages at atime. 


Secondly, I could sure use extra screen 
and printer fonts: perhaps a Script, 
Gothic or Old English and a stylized 
"LCD" type of font. Wouldn't accented 
French characters be useful in this part 
of the world !? 


There was an ad recently in Start 


continued on page 38 
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NUFF 


Glenn Brown 


NEWS 


Atari wasn’t on the floor at the Janu- 
ary Consumer Electronics Show (CES) 
in Las Vegas, but they had a suite in 
Ceasar’s Palace, where they were 
showing the game machines and the 
PC2. The only computer manufac- 
turers on the floor were Amstrad and 
Blue Chip (Hyundai), both showing 
their low-priced PC clones. Amongst 
those on the floor, Cinemaware were 
showing movies of their games, and 
Softcat were representing a number of 
educational software producers, inclu- 
ding Broderbund. 

The reports I got back from the 
(March) computer show in Hanover 
Germany was that Atari wasn’t 
showing anything we haven’t already 
seen, but rather concentrating on the 
new products shown at last fall’s 
Comdex (the ABAQ, the Megas, their 
PC line). 

The Megafile 20 (a 20 meg hard 
drive for the Mega) and the PC2 (a 
four-slot IBM-PC XT clone) have 
both just starting shipping in Canada. 
Consumers are proving me wrong 
about the PC2: this machine is selling 
like hotcakes. Atari has also started 
shipping Microsoft Write , which 
should be shipping by the time you 
read this. Write is the first program to 
be released with Atari’s "Assign Sys 
Editor", which should simplify life 
greatly for ST owners. 

A recent Cringely’s column in 
Infoworld magazine reported that 
Jack Tramiel and Steven Jobs (ex of 
Apple ) were getting together to make 
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a Mac killer, to get even with John 
Sculley (current Apple CEO). Neil 
Harris of Atari USA says that the 
story, however interesting, is false. 

Supra have finally released their 
2400 baud modem ($179.00 US/ 
$299.00 CDN). I finally broke down 
and bought one. If you can’t stand the 
speaker noise, you can turn off the 
sound, and save the setting in non- 
volatile memory, by typing "ATM&W" 
while in the terminal mode of your 
favourite telecommunications package. 
By the time you read this, Supra will 
have released their 20, 30 and 40 
megabyte "MegaDrives", which fit 
inside the Mega without interfering 
with the expansion slot. 


COMING SOON 


Calamus (ISD) is a powerhouse 
integrated desktop publishing program 
due this spring ($449.00 US). New fea- 
tures (for the ST) include bezier 
curves and editing up to 2540 DPI! 
The latest word is that Calamus will 
run on a 1040. 

Caligrapher (CCI) is one I 
thought was coming, but apparently 
CCI don’t have North American dis- 
tribution rights. The version in 
European release is a bit flakey, but 
shows great promise. 

EZ Tools (Migraph) is an acces- 
sory add-on that adds rotation and 
other capablities to Easy-Draw. 

Fontz (NeoCept) is a GEM font 
editor with the capability to convert 
Amiga, Degas, and Macintosh fonts to 
GDOS format. It includes six GDOS 


7 
The Best and the 
Worst of 1987: 


Here’s where J get into trouble again: 
my list of the best and worst software of 
1987. 


THE BEST 


Conversion: Flight Simulator IT (Sub- 
Logic) With so many C64 ports out there, 

| it’s nice to see a company that took the 
time to rewrite their software for the 
68000. FSII is a modern classic, and the 
ST version is the best. 


Data Base: Superbase Personal 
(Progressive Peripherals) This relational 
data base runs entirely under GEM, can 
import text and graphics and is 
reasonably priced. 


Best Games: 

Adventure: Dungeon Master (FTL) 
This is the best adventure game ever 
made for any computer, period. (Ed. 
Note: See feature elsewhere in this issue.) 


fonts, an 85-page manual, and will be 
available ($34.95 US) by the time this 
issue of RESET is published. 

LDW Spreadsheet (LDW) isa 
new high-speed Lotus 1-2-3 version 
2.0 clone presently in beta testing. 

Publishing Partner Professional 
(Soft Logik) is a major overhaul of the 
premier desktop publishing program 
for the ST, with every feature you can 
imagine. Look for it early this sum- 
mer ($199.00 US). 

Superbase Professional (Progres- 
sive Peripherals) is a full- blown rela- 
tional data base, written with GEM, for 
the ST. The programmer will have 
complete control of the interface, and 
PPC plans licencing for applications. 
It should be out this spring for $349.00 
(US). 

Timeworks Desktop Publisher 
(Timeworks) it’s no secret that GST 
(First Word) wrote Word Writer, and 
this is where Timeworks have gone for 
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Arcade Game: Barbarian (Psygnosis) 
Barbarian is, in my opinion, the best arcade 
game available for the ST: great graphics, 
good use of the mouse interface, and a 
built-in cheat mode. 


Graphics: 

Animation: GFA Artist (MichTron) 
While this program boasts 1021 colours on- 
screen (using 68 palettes), its real strength 
lies in its animation capabilities. 

Desktop Publishing: Publishing 
Partner (Soft Logik) This program has 
single-handedly raised the quality of Atari 
newsletters across North America. The Pro- 
fessional version is due this summer. 

Drawing: Supercharged Easy- Draw 
(Migraph) The graphics output of this 
(much-improved) program must be seen to 
be believed. 

Paint: Spectrum 5/2 (Antic) Spectrum 
offers more advanced painting features 
than any other ST program. 


Language: GFA Basic (MichTron) Throw 
away your Atari basic disk; someone has fi- 
nally released a BASIC language good 
enough to become a standard. 


their Desktop Publishing package, 
which has just been released in the 
States. 

Turbo ST (Softrek) is a software 
blitter for those without Megas. I’ve 
been playing with a pre-release beta 
version for the past few weeks, and it 
makes a much bigger improvement 
than the (hardware) blitter. The main 
difference is that Turbo ST is designed 
to work with applications software 
(databases, word processors, etc.) 
rather than graphics programs ($49.00 
US). 

Universal Item Selector 
(Applications & Design Software) re- 
places the load/save dialog box with 
the one that should have been built 
into GEM in the first place: it allows 
all disk functions (copy, move rename, 
delete, format,etc.)with or without 
wildcard use for only $15.95 (US)! 

Willie’s Utilities (Supra) is basi- 
cally Norton Utilities for the ST. The 
program is due out in about a month, 
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Game: Wheel of Fortune (David 
Addison) If this game included Vanna 
White, it would be perfect. 

Utility (a tie) : DC Formatter/ 
X-Utilities (tie) Hard for me to pick be- 
tween these two disk utilities: I use them 
both almost every day. 


Spreadsheet: VIP Professional ISD) 
Others have tried, but the first ST spread- 
sheet is still the best, especially given it’s 
new price ($149.00 US/$199.00 Cdn.). 


Terminal Package: Interlink 1.75 
(Intersect Software) This package is due for 
competition soon (ST Talk Professional) but 
for now, it is my pick. (I know many of you 
prefer Flash 1.50, but this is my list). 


Utility (a tie): STuff/Tuneup (MichTron) I 
use these two indispensible utilities all the 
time: ST- Select (part of the STuff 
package) allows me to select autoboot and 
accessory programs at boot-up, and Tuneup 
has rescued my hard drives more times than 
I can count. 


Word Processor: Word Perfect 4.1 (Word 
Perfect Corp.) The first version of the pre- 


along with their Hard Disk Back-up 
program. 

Word Up (NeoCept) is a new 
Mac- like word processor (fonts, text 
run around graphics, etc.) that has just 
been released for $79.95 (US). 

16 mHz Upgrade (MegaByte 
Computers) is a speedup upgrade for 
your 520 or 1040, using a 16mHz 
68000- 16 chip (I want this one) 
($199.00 US plus approximately $35.00 
for the chip). 


COPIERS 


There have been numerous argu- 
ments about copiers: there are those 
who feel that there is no need for 
them, and those who can’t live without 
them. I personally don’t feel that the 
availability of copiers has any effect on 
software sales. 

There are three software copiers 
presently available for the ST: Central 
Point’s Copy II ST 2.5, Cal-Com’s 
ST- Copy 3.0 (the West Coast Cal- 


mier ST word processor was less than 
perfect, but it has been updated four 
times, with the result that the present 
version, if not perfect, is darn close. 


THE WORST: 


The “worst” part of this list is much 
harder to write this year than last (ST 
software is getting better and better), 
but there are a few titles which, I feel, 
deserve a kick, First on my list have to 
be poor conversions from other 
machines. Titles like A utoduel , 
Marble Madness , and Wizard’s 
Crown , while good for the machines 
for which they were originally written, 
don’t cut it in the ST market. My 
second complaint is about “Mega dead" 
software, particularly new releases like 
Star Trek and Test Drive , that won't 
run on the Mega. I reserve the final 
kick for Electronic Arts (ECA), who 
haven’t yet upgraded the Batteries 
Included lineup. I, for one, would 
rather see Trip Hawkins and ECA stick 
to the Amiga, a 
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Com has recently gone out of business, 
so this program is unlikely to be fur- 
ther upgraded), and the best: ProCo’s 
ProCopy 1.50. There are two hard- 
ware copiers in the works: Happy 
Computers are developing a device 
called the Discovery Cart (based on 
circuitry similar to that found in the 
Copy II PC Option board); and Data 
Pacific are considering a modification 
to their Translator, to turn it into a bit 
copier. 

I feel that the hardware copiers will 
only raise the copy protection stakes. 
Pirates will still break protected soft- 
ware, but it will be more difficult for 
software owners to make legitimate 
backups. The bottom line is simple: if 
you use a copied piece of software, buy 
it. If you don’t use it, why waste the 
disk space? = 


Glenn Brown is a founding member and 
president of the NCAUG/ST. He is also 
past president of Ring 151 of the I.B.M. 
(international Brotherhood of Magicians). 


The reviews are in... 


""A Best Buy’ I’m impressed" 
David H. Ahl, Atari Explorer, Nov-Dec 1987 


"If you’ve got an Atari, you probably need this program." 
Jerry Pournell, Byte Magazine, October 1987 


"pe-ditto is a winner." 
Charlie Young, ST World, July 1987 


"This is the product we have been looking for." 
Donna Wesolowski, ST Informer, August 1987 


"This truly incredible software emulator really works." 
Mike Gibbons, Current Notes, September 1987 


NOW! RUN THESE IBM PROGRAMS ON YOUR ATARI ST. 


Lotus 1-2-3 Flight Simulator Framework Symphony 
Enable Ability DESQview Q&A 

Sidekick Superkey Norton Utilites dBase II,IU,1I+ 
Crosstalk IV Carbon Copy Chart-Master Print Shop 
EasyCAD DAC Easy Accounting BPI Accounting Turbo Pascal 
GW Basic Managing Your Money Silvia Porter’s pfs:Professional 


File 
And Hundreds More! 


pe-ditto is a software-only utility which expands the power of your Atari ST to imitate an 
IBM PC XT. No extra hardware is required (an optional 5.25-inch drive may be required 
for 5.25-inch disks). All your IBM disks will work "out-of-the-box'. 


pe-ditto features include: System requirements: 


both the 520ST and the 1040ST supported 0 IBM PC-DOS or Compaq MS-DOS version 
up to 703K usable memory (1040ST) 3.2 or above recommended 
not copy-protected -- installable on hard disk 0 optional 5.25-inch drive is required to use 
imitates IBM monochrome and IBM color 5.25-inch disks 
graphics adapters 0 3.5-inch 720K DOS disks require a double- 
access to hard disk, if hard disk used sided drive (Atari SF314 or equivalent) 
optionally boots DOS from hard disk A i" 
parallel and serial ports fully supported See pe-ditto today at an Atari dealer near eu, 
supports 3.5-inch 720K format and 360K single- or write for free information! 
sided formats 

© supports optional 5.25-inch 40-track drives Avant-Garde Systems, 381 Pablo Point Dr. 

Jacksonville, Florida 32225 (904) 221-2904 


$89.9 5 p C- ditt O Yes! Please send information on pc-ditto. 


by Ke 
Avant-Garde Systems ye ESA ipa 
381 Pablo Point Drive 
Jacksonville, Florida 32225 
(904) 221-2904 


A QUICK LOOK AT: 


Test Drive, by Accolade 
Software, has the distinction 
of being the first (and only) 
game that has got me to try an 
Amiga. I wasted at least a 
week of lunch hours playing 
the game at the computer 
store around the corner from 
my office. Superb graphics, 
great sound, admittedly a bit 
hard to control, but still a car nut’s dream: to be able to 
choose from five of the best cars in the world in a race 
against a mountain (something like Pike’s Peak on a disk). 
When the ST version came into town, I rushed out and 
bought the first one. 


Playing The Game 

After waiting for the disk to load, you’re presented with 
a title page, followed by a choice between five great cars: a 
Porsche 911 Turbo, a Ferrari Testarossa, a Lotus Turbo 
Esprit, a Chevrolet Corvette, or a Lamborghini Countach. 
After selecting a car, there’s another wait while the game is 
loaded from the second disk. The controls are the same as 
those on the Amiga version of the game. With a joystick 
attached, left and right steers, forward is gas, and back is 
the brakes. The fire button, while pressed, will upshift (if 
the joystick is forward) or downshift (if the joystick is pul- 
led back). The graphics are great, too. Little is lost in the 
conversion from the Amiga: each car has it’s own dash- 
board, with a working steering wheel, speedometer, and ta- 
chometer (the dash on the ’Vette is digital, of course). 
There’s even a working rear- view mirror and a radar detec- 
tor (better learn to watch them both), and when you shift, a 
window opens in the bottom right corner of the screen to 
show the gearshift moving. 

Starting the game brought my first disappointment: 
someone threw away the great sounds and put in a wind-up 
toy for sound effects. Still, the details are great: you'll even 
get the occasional bug splattered on the window. My 


second disappointment was discovering that this is one of 
the games that doesn’t run properly on the Mega: when 
your car crashes, so does the game. The bombs are 
distinctive --two brown bombs, which are replaced by four 
blue ones. Still, I managed to find one car (the Corvette) 
that doesn’t seem to bomb every time, although I can’t 
make it to the end without the program crashing. To make 
matters worse, neither Accolade (the manufacturer) nor 
Distinctive Software (the authors) had heard of the Mega! 

For those with normal ST’s, 
the game runs just fine: after 
driving along for a while, the car 
will automatically downshift as you 
pull into a gas station (the first is 
Don’s Gas- O- Rama/Gas on the 
Run), and you’ll be given your 
average speed, the elapsed time, 
and your score. When you crash 
(no matter how) your windshield 
cracks. If your score is good 
enough when you reach the top of 
the hill, you can enter that score in 
the "hall of fame". I was able to 
achieve that level on the Amiga, 
but I have yet to finish a game on 
the ST. To play the game again, 
you'll have to wait for the disk to load. 


Potential Not Realized 
This game has great potential, but it fails on several 
counts as far as I’m concerned: 


+ the sound needs improving. There are just too many 
games with great graphics AND digitized sound for me to 
believe that a buzzing noise is the best that an ST can do. 
I think the programmers cut corners to get the game out 
the door. 

* the game quickly becomes repetitive: the scenery is always 
the same. Why not stages with different scenery? 

- I understand the need for game software to be protected, 
but I wish they’d copied Mindscape’s idea (used with the 
heavily- protected Defender of the Crown) of setting up a 
ramdisk for data to speed up loading. 

* the fact that the game doesn’t run properly on a Mega 
seems insignificant at this point (who would buy a Mega to 
play games on?), but remember: early this year, we’re all 
supposed to have the new TOS. 


Still, after all this complaining, I hope they fix the darn 
thing soon so that I can play it on my Mega. = 


Glenn Brown is a founding member of the NCAUG/ST, as well as 
current president. He is also past president of Ring 151 of the Inter- 
national Brotherhood of Magicians. 
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Hooman Simyar 


USING DEGAS ELITE 


This is the final installment in the How to Draw ... 
series, in which author Hooman Simyar shows us how to 
create beautiful scenes and pictures, using the popular 
painting program, Degas Elite. If you’ve enjoyed this series 
and would like to see more articles of this nature in RESET, 
let us know. 


PART THREE: THE 
PYRADNMIDS OF EGYPT 


This is a nature scene and requires more drawing talent 
than did the Enterprise. But with the skills accumulated in 
the last two installments, you can attempt to 


ta } 
I 
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draw this type of nature scene. For this one, there is less 
help from me; you'll have to rely more on your imagina- 
tion. 

Begin with setting the colours; my preferred colours are 
in the yellow-red hues. This wide range will make the 
picture look like a painting, with the help of anti-aliasing. 
To help you, the colour settings are: 

100, 200, 300, 400, 500, 600, 710, 730, 740, 750, 760, 770, 
923, 774, TTS, 776. 

Make sure that the background colour is either the 
brightest or darkest colour in the palette (My background 
colour was the brightest: bright ycllow). 

Set the DRAW option, and with the "+" brush anda 
colour that contrasts with the background, make a rough 
sketch of your scene (see Figure 1). Note that for my scene, 
I also used the LINE option to draw the two pyramids. The 
main scene focuses on the pyramids and the river, in the 
centre of the picture, with two tropical trees close up on the 
left. 


The Sky 

Now begin to use the colours. To make the sky, draw 
several horizontal lines, from lightest yellow at the horizon 
to deep orange at the very top of the screen. The hori- 
zontal lines represent where each colour is to be placed 
(See Figures 2 and 3). Once you have done this, use the 
SMEAR option and smear the blocks of colour together to 
get a nice morning sky. If you wish, draw a small sun 
coming out of the horizon to add to the effect. 
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Figure 2, Figure 3. 


The Palm Trees 

Here you must use the technique of anti-aliasing and the _ Elite slide show, and show them to your friends and family. 
blending of light and dark colours, to give a 3-D effect. The more pictures you try, the more you learn to overcome 
Light is coming from the east; therefore, the right side of the problems inherent in drawing with a computer, and the 
the palm tree trunk should be a lighter shade than the left better your pictures will be. 
side. Use the light-to-dark method to make the trunk look 
realistic and three- dimensional. The branches and leaves Hooman Simyar is 16 years old and is a gifted computer artist. He 
should be very dark in the middle; they should become BM ned 2 520 ST for ive years and as completed counts 
lighter on the outer edges, to blend with the sky. writing and plans on becoming a professional, possibly in the 

medical field. 


The Pyramids 

Two sides of the pyramids are shown 
in the picture. To make it look 3-D, - ee - —__— fail hs 
make the left side of the pyramid dark : 
and the right side light, since the | 
sunlight is from the east. The rough ed- | 
ges should be blended with the back- 
ground using anti-aliasing. 


The River And Remaining Parts 

You should fill the river area with a 
light colour and the forested area in 
front of the pyramids with a dark col- 
our--much darker than the sky. The 
ground area in front should also be dark, 
but not as dark as the forested area. Use 
Figure 3 to see how I’ve completed the 
picture, but use your imagination to add 
your own details. 


Bates ives 26d Al fi ol se 


Keep Trying | 
Combine all the techniques I’ve used i 

in this series, and try making your own a Siete = pe eee ee eC 

pictures of whatever interests you. The 

more you blend colours and use the anti- 

aliasing technique, the better your 

pictures will turn out. After making a 

series of pictures, put them on the Degas 


Beauty of a Sunset by Hooman Simyar 
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My 
first.ex- 
posure to 
computer adven- 

ture games, like 
many other people, was 
with something called Zork. 
A brother, who is a software 
specialist in the high-tech field, had 
brought home a work computer with a 
"multi-mega" hard-drive and invited 
me over to take a look at a curious 
new form of entertainment. I was en- 
thralled, but after about 30 minutes of 
typing, I was also lost, confused and 
running out of patience. Neither he 
nor I knew anything about these 
games, and the finer points of "map- 


ping" and "examining" were lost on us. 


Nonetheless, my love for adventure 
games had blossomed, and when they 
started coming out with graphics in 
them ...well! 

Today, there is an exciting variety 
of adventure- game programs, even 
some that include animation. And, 
over the years, I’ve learned a few 
things about staying alive in their 
make-believe worlds-- things that, if 
I’d been told about them before, would 
have allowed my on-screen alter egos 
to survive quite a bit longer. 


Adventure 
Gaming 
Techniques 


With that in mind, I’d like to de- 
vote some space to the topic of stream- 
lining your adventure- gaming tech- 
niques. Of course, not all techniques 
work in every type of game and, 


<9 everything that can 


ob- 

viously, 

I won’t be 
able to cover 


be done. But that’s 
where you, faithful reader, 
can help: I’d like you to send in 


® \ ‘ your own suggestions, your own 


tricks that help you get through the 
toughest of adventures. Send your 
comments (and questions) to: 

The Tattler, c/o RESET Magazine. 


Embarkation 

Before beginning any adventure 
game, there are a few things to pre- 
pare. Some things are obvious; others 
are not. Get a pencil, an eraser and a 
pad of graph paper (the obvious 
things). Almost all games of this sort 
require that you map every move you 
make. Exceptions are programs like 
Space Quest, wherein each location 
that you visit is relatively large and 
displayed as a complete graphics 
screen. It’s pretty simple to retrace 
your steps without a map, although the 
neophyte adventurer would be wise to 
name each spot and link them on pa- 
per, just in case. Even Space Quest 
has a maze that you’ll never get 
through without following it on paper. 
Graph paper is ideal, because you can 
let each square represent one step, or 
"move". Or, a box can be drawn 
around a group of four squares to rep- 
resent one location in a text adventure, 
with enough room to jot a couple of 
notes inside the box. Boxes are then 
linked with lines indicating the direc- 
tions to other locations. 

Most games have a "save" function 
and will require a formatted blank disk 
to save to, so prepare one while you're 
reading the game’s manual. But try to 
avoid the temptation to do any saving 
tight away. Instead, once you have 
familiarized yourself with the instruc- 
tions, just start exploring. This "quick 
and dirty" inspection helps you in sev- 
eral ways: it allows you to practice the 
actual play mechanics (keyboard, 


Michael D. Riley 


joystick, mouse, etc.); it shows you 
how the program will respond to your 
input (text messages, graphics move- 
ment, and screen scrolling); and it gives 
you an idea of the various locations 
you will be passing through-- what 
they look like and the kinds of things 
you'll find there. Now, let’s get more 
specific about technique. 


Exploring... 

This is a big topic, but I think we 
can cover the important points. How 
you explore will depend on if you’re 
playing: 

a. A text adventure (e.g. Sherlock)* 
b. A graphic 2-D adventure 

(top-down view, a la Ultima ITI) 
ec. A graphic 3-D adventure 

(first-person view, a la Dungeon 

Master) 


* Please note that in "a", above, I’ve 
included those games where graphics 
may actually be a part of the pro- 
gram but are not used interactively 
and have little or no affect on the 
outcome of the game; for example: 
The Pawn, Silicon Dreams, etc.) 


The puzzle- solving sequencing 
(linear or branching) will also have 
some effect on your exploring, but in a 
limited fashion; more on that later. 
Right now, I’ll tackle each type one at 
a time. 


-.Text Adventures 

a. Map and name every location. Not 
all directions you travel will be in the 
straight eight compass points; often 
you’ll find that some exits that start 
"East" will circle around and come 
right back in from the West. That’s 
why using a pencil is important: 
you’ll probably be doing a lot of 
erasing and redrawing. 

b. In each location, interact with ev- 
erything you see. Any good text 
adventure is full of flowery, and 
often humorous, descriptions of each 
"room" you enter. Often, this writ- 
ing style is used to obscure the obvi- 
ous and make you spend a little more 
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time thinking about what you see; 
but most items that are described are 
there for a purpose. It’s up to you to 
decide what’s important, and the only 
way to do that is check out every- 
thing. Here’s a quick list of what 
you can type in: 


- "take" or "get" everything 
- "inspect" all 
- "look at" or "examine" everything 
- "search" anything hollow 
- "open" anything closed 
- "listen" every now and then 

The main idea is to find out 
everything there is to know about 
everything in each location. "Read" 
signs, "push" buttons, “talk to" peo- 
ple, "look behind” things, "climb" 
trees, and of course, "go" every- 
where. Eventually, you will become 
familiar with a list of key nouns, 
verbs and adjectives that will be use- 
ful in all of these games. They are 
important, because each scenario is 
really a layer of descriptions, and you 
must have the right words to peel off 
each one and get to the bottom, Pay 
special attention to puns, double en- 
tendres, and anything weird: they are 
usually there for a reason. Quick ex- 
ample: you’re looking for the Magni- 
boffo Jewel that will restore the 
world to sanity. You don’t know 
what it is or what it looks like. One 
day, while browsing at the local news 
stand, a short, dumpy guy with bad 
breath and no teeth -- while leering 
at a copy of Bunny World magazine 
-- wheezes out "Wow, look at this 
one! What a gem!" Now, there could 
be several clues in that description, 
or maybe there’s only one; in any 
case, the authors didn’t put him there 
just to sweeten up the picture. 
Write down anything you "hear" or 
read, if it’s at all long or complicat- 
ed, or if it contains numbers; chances 
are you'll need the information later 
to solve a puzzle. A good example 
of this is in Hacker: a seemingly 
meaningless code at the beginning of 
the game later turns out to be a cru- 
cial password. If it isn’t written 
down, the game would have to be re- 
started to find it. 


532 


Well, all those words, and we’ve 
still only explored text adventures. 
Unfortunately, that’s all we can fit in 
for now. Next issue, I’ll delve into 
some other aspects of adventuring. In 
the meantime, I hope these hints will 
help you get started on that new game 
you're just dying to play. And, for you 
kids who finish everything in two 
days, I know you know all this stuff 
already, so stop grumbling and send me 
your own tips! 


Adventure 
Gaming News 


Well, Adventure Fans, it looks like 
history is once again passing the ol’ 
Atari by. Forget that this is far and 
away the most powerful pile of chips 
around; companies are repeating their 
8-bit strategy and abandoning us in 
droves. It makes you wonder what 
goes through their minds. Case in 
point: Infocom. Spoke with Cynthia 
there just recently to get the latest 
poop, and her unflattering news is that 
Border Zone, the latest text adventure 
from Marc Blank (creator of Zork), 
will definitely not be released for the 
ST. Why not? Well, one official ex- 
planation is that people buy STs for 
the great graphics and therefore are 
not really interested in text-only ad- 
ventures. (This, of course, explains the 
imminent release of Sherlock: The 
Riddle of the Crown Jewels, a dull 
game [’cause it has no graphics] that 
gives you just 48 hours to find the 
Crown Jewels stolen from the Tower of 
London.) Hmmm... . Well, I guess 
that’s good news for those of us look- 
ing forward to getting the new 
Infocomics, co-created by Tom 
Snyder Productions and Infocom. 
Not true! This exciting new series of 
animated-with- sound interactive comic 
books, featuring such heroes as Lane 
Mastadon, the beefy bohunk from 
Leather Goddesses of Phobos, is 
available for several other machines, 
but not ours. Will the situation 
change? A decision will be made some- 
time later this year. So who’s kidding 
who? We’ve seen this story before: 
now that IBM (and clone) owners are 


looking for more games, maybe Info- 
com will just slowly forget about that 
group of faithful Atari owners who 
seeded their empire when 8-bits ruled 
the land, eh? (This comment goes for 
you, too, Trip.) 


But on to more cheery news. Russ 
Boelhauf at FTL Software (the great 
people responsible for this year’s 
knockout adventure Dungeon Master) 
tells me there are four new titles in the 
works, all running on the Dungeon 
Master program engine. Not much is 
firm yet, but they will all be adventure 
games for sure. Naturally, a sequel to 
Dungeon Master is being seriously con- 
sidered; other possibilities, with dif- 
ferent themes but using the same 
first-person, 3-D, real-time interface, 
include a full- blown space adventure. 
These should be released over the last 
half of 1988. In the meantime, 
Dungeon Master is being ported over 
to the Amiga and then the Apple IIGS. 
Russ says that development work on 
the new games is presently being 
carried out on the ST, but this may 
change to a co-development situation 
on the Amiga. Ah, more’s the pity. 

Mindscape, who have been puf- 
fing us up with their full-page ads for 
Uninvited and Shadowgate for many 
months now, have come through. 

In case you’ve been buying Readers’ 
Digest lately, instead of RESET, be 
advised that these two titles follow 
along the lines of the excellent Deja 
Vu, a completely graphic, mouse- 
driven adventure game loaded with 
wry genre witticisms and a style all its 
own. Also promised (promises, pro- 
mises) this quarter (according to Karen 
Novak, the very nice PR lady at Mind- 
scape) is the third in the Cinemaware 
series: but will that be King of 
Chicago or Sinbad? And will it come 
through Mindscape, or Cinemaware, 
who recently took over responsibility 
for their own distribution? 

Three-Sixty Pacific Inc., the 
new child of ex-Accolade wunderkind 
Tom Fresina, has given us Dark 
Castle, a graphic/arcade/ adventure 


continued on page 60. 
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Ross Judson 


Aha! Back for another round of 
abuse and absolution in the magical 
realm of Ross’ Ramblings, eh? In this 
issue’s Ramble, I plan to cover, in 
order: laser printer tricks and traps; the 
nifty hack of the month; and the best 
ST word processor I’ve ever seen. I'll 
close with a few words about MIDI. 


Atari Laser is 
out? 


The Atari Laser Printer! Mystical 
and mythical beast no more, the Atari 
laser is a genuine item. I have been 
using one regularly for the past few 
weeks, and they are for sale at Atari 


dealerships here in Canada. We expect 
(hope?) to have one here at RESET 
Magazine in the near future. The laser 
conforms to most of the expected spe- 
cifications--most importantly that it 
connects directly to the DMA port, has 
no on-board memory and requires a 
Mega system (or at least 2 Mb of mem- 
ory) to operate, We pulled the laser out 
of its box and had it running in a 
couple of hours (after changing to an 
Atari hard drive). Atari includes a set 
of disks with the laser; it consists of: a 
set of laser printer fonts for use with 
GDOS; a Diablo 630 printer emulator; a 
GDOS release disk; and a set of testing 
and setup programs. 
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Diablo Emulator 

First, a couple of notes on installing 
the Diablo emulator. As shipped from 
Atari, the emulator only handles nor- 
mal text. In order to print boldface, 
italics --or any other special effect-- 
you must create a new driver, using 
the SETUP630 program. As the man- 
ual states, you should install a normal 
font in "slot" 1, a boldface font in 
"slot" 2, and an italic or other special 
font in "slot" 3. Make sure you write 
the new driver to the disk. 


GDOS Driver 

GDOS: The basic fact is that if you 
want to use GDOS with the laser, you 
will need a hard drive. The laser fonts 
alone take up almost 720K, and that’s 
for only two fonts! Hopefully, more 
fonts will be coming from Atari in the 
future. Atari includes a GDOS driver 
for the laser, which can be integrated 
seamlessly into any GDOS package, 
such as Easydraw or Microsoft Write. 


Word Perfect Traps 

In order to run Word Perfect with 
the laser printer, you’ll need the new 
version. How can you tell what the 
new version is? Easy: the "README" 
file on the printer disk states: "Now 
your printer works!". Word Perfect 


Supra Blues 
First, some bad news for Supra hard 
drive owners: there seems to be 
some kind of problem between it and 
the Megas. The trouble seems to oc- 
cur on long reads or writes to the 
Supra and locks up the machine; 
current theoretical speculation indi- 
cates that this may be related to the 
block length of burst I/O performed 
by the Mega machines. The OS in 
the 1040 ST and 520ST models per- 
forms reads and writes in blocks of 
64K (we think); the Mega machines 
perform much longer reads and 
writes--to whatever length is neces- 
sary. We believe the Supra drives 
have a problem with performing 
these long reads and writes. 
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Corporation was even nice enough to 
include a driver specifically for the 
Atari laser, as the Diablo 630 driver 
doesn’t work with Word Perfect. One 
caveat about this driver, though: At 
the end of your printing job, the last 
page won’t eject. Go to your 630 setup 
accessory, and click on the "Form 
Feed" button; now your last page will 
come out. 


Publishing Partner Tricks 

Publishing Partner works extre- 
mely well with the laser--the print 
quality is very good! PP uses the 630 
emulator, so you must have it installed, 
in order to print. Because of the de- 
sign of PP’s fonts, the clarity is ex- 
cellent, especially for the larger font 
sizes. Be warned, though: unlike most 
laser printer systems, PP text takes a 
long time to print. Graphics do not 
seem to affect the print speed much; 
they are produced very quickly. But, 
due to PP’s method of creating an out- 
line for each character and then filling 
it in, a full page of text can take eight 
to ten minutes to produce! This slow- 
down does not apply to GDOS, which 
is faster than any other laser printer 
driver I have ever seen. 


Write with Light 

Microsoft Write works extremely 
well with the laser: this combination 
offers very fast printout, powerful 
word processing capability--and no 
glitches! The only downside is the lack 
of graphics, which could be addressed 
in the future, given Write’s ability to 
generate a GEM Metafile. 


Easy- Draw 

Easy- Draw is another package that 
works perfectly with the laser, both in 
its Supercharged and non- Superchar- 
ged versions. 

It is highly recommended that you 
look for the official Atari GDOS re- 
lease disk: it contains a GDOS installa- 
tion program that is worth its weight 
in gold. This program will allow you 
to easily install any GDOS system--and 
the best part is that it creates an 


ASSIGN.SYS file for you! No longer 
will we need instructions in a manual, 
which say: "Modify your ASSIGN.SYS 
file to suit the new font files.". The 
only source I know of where you can 
find this GDOS editor is Atari, who 
have included it with the Microsoft 
Write word processor, together with 
screen fonts and printer fonts for the 
SMM6804 printer. How “bout some 
Epson-type fonts, Atari? 


First Word 

First Word, the word processor 
used by many Atarians, seems to have 
a couple of problems when using the 
Diablo emulator: it works fine for nor- 
mal text, but when special effects such 
as boldface or italics are used, the first 
line of effects prints properly, but then 
the text style reverts to normal. This 
is because the emulator only turns on 
effects such as boldfacing for single 
lines. First Word expects the printer 
to keep boldfacing until told explicitly 
to turn it off. Basically, this is a func- 
tional incompatibility between First 
Word and certain types of daisy- wheel 
printers. 


Nifty Hack of the 
Month 


The Nifty Hack of the Month is 
Omnires. This program allows you to 
run all three ST resolutions on any 
monitor, for penalty in speed. I have 
a theory on how this is done and will 
now proceed to bore you with the de- 
tails. Omnires works by maintaining 
two separate screens in memory: one 
for the operating system (the one your 
application uses) and another which is 
the actual displayed screen. It contin- 
ually analyzes the screen produced by 
the program, and tries to approximate 
on the actual screen being displayed. 
Tt uses grey scaling, to simulate the 
higher resolution of the monochrome 
monitor, on colour systems and dither- 
ing patterns, to represent different 
colours, on monochrome systems. Of 
course, analyzing a screen and convert- 
ing it into different patterns takes a lot 


of processor time, so the program 
slows down the ST quite significantly. 
Remember, it has to continuously go 
through 32k of screen memory and 
figure out what has changed. But, 
hey! It works. [Small experimental 
break taken here]. I now have a new 
theory on how Omnires works, but the 
one presented above sounds good, so 
I'll leave it for now. The new theory 
has to do with trapping display calls 
made to the operating system. 


Milicrosoft Write 


Well, I said I was going to talk 
about an awesome new word processor, 
and I wasn’t kidding. The amazing 
word processor is Microsoft Write. 
This product is an example of just how 
much good software design and testing 
have to do with the quality of the end 
product. Microsoft Write performs 
flawlessly from beginning to end, Each 
function and command works perfectly 
and does what you expect it to do. If 
you feel an operation is taking too 
long, chances are there’s a short cut for 
it. If there’s something it doesn’t seem 
to do, closer examination will probably 
show that you CAN do it. The only 
thing to do is try this program. For 
those performing small or large writing 
tasks, Microsoft Write is probably the 
answer for anything short of a novel. 
Of course, it does not have a thesaurus, 
spellchecker or integrated graphics. 
What it does have is the power to 
allow you to work with your words in 
the most intuitive manner of any word 
processor to date. 


There shveld be eo differences Between this progran and the 
ded manual, 


Ancinded nami 


Microsoft Write 
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W hite 
North 


Bob Thompson 


Springtime in Canada! There’ 
nothing quite like it. As I look out 
my window, I can sce the polar bears 
frolicking in the remaining six feet (2 
metres) of snow. Soon, it will be time 
to put aside my parka and long undies 
and dig out my overcoat and woolen 
trousers, 

There’s not been much Atari act- 
ivity in Canada over the winter, but 


Michel Rochon--the entire staff of 
ASDE Inc.--has found a relatively 
painless way to market his programs. 


Programming Philosophy 

Michel insures that every program 
works on all ST and Mega models, in 
monochrome as well as medium resol- 
ution. All programs are written in 


GFA BASIC. His programs tend to 
gravitate towards those that assist 
learning--a result of his experience 
as a university professor. 


The Programs 

Spanish Verb Tutor (French Verbs 
and German Verbs to come.) This 
program is designed to help learn the 
proper conjugation of Spanish verbs. 
The program communicates instruct- 
ions to the user in English (default), 
French, Spanish, or German. (He 
plans to introduce this multilingual 
feature into his other programs.) The 
program gives the choice to study 
from 37 lessons, and to specify a par- 
ticular verb from the disk-based ref- 
erence table of 12,000 fully-conju- 
gated verbs. 


Geography Tutor This clectronic 
atlas provides seven maps of the 


the programmers have been busy as 
beavers, churning out the latest batch 
of Canadian software for the ST. 


Canadian 
Computer Show 


Bob Thompson 


This issuc, I’ll be starting a series 
of company profiles designed to intro- 


duce you to some of the Canadian 
companics developing ST products. 
Rather than start off in a big way, I’ve 
decided to feature a small company 
for the first profile. 


Last November, the 18th Annual 
Canadian Computer Show was held 
in Toronto, Ontario. As this is the 
largest computer show in Canada, 
with over 400 exhibitors, RESET 
staff were there. Atari Canada dis- 
played an impressive lineup of soft- 
ware and hardware from third party 
companies. Radiating from the cen- 
tral core of the Atari booth were 
activily centres; which included the 
following companies with new 
products under development: 


ASDE Inc. 

While not exactly a major force in 
the ST market, this one-man company 
has come up with some unique solu- 
tions to many of the problems that 
plague programmers and software 
developers around the World. Many 
programmers have developed an 
excellent product but have fallen flat 
when it comes to marketing. Few 
people have the knowledge, ability, 
and cash on hand to package, adver- 
lisc, market, and distribute their own 
programs. The obvious solution of 
selling out to a big time company (if 
you can find one to pick up your pro- 
duct), cuts down on your profits, and 
you lose control of it’s promotion. 


SoftLogik was showing an early 
version of Publishing Partner Profes- 
sional--the long hoped-for enhance- 
ment to their desktop publishing 
program. 


ISD Incorporated of Markham, 
Ontario was showing an early version 
of its desktop publishing program, 
Calamus. This program, developed in 


Germany, has features not available 
on any micro- based program to date. 


Northern Design Systems of 
Oshawa, Ontario was showing off its | 
major 3D CAD program called 
Symmetry, which was designed from 
the ground up for the Atari ST. (Since 
then ISD Marketing has become the 
marketing agent for this product.) 


Atari was demonstrating an carly 
version of Deskset, which is based on 
the MS-DOS version of the product | 
from G.O. Graphics. This is a profes- — 
sional typesetting program, which | 
appears to be quite different from 
conventional desktop publishing 
programs. 


Neriki Australia PTY Limited 
was showing a prototype of their ST 
interface to work with the Polaroid 
Palette photography system. 


The other activity centres at the 
Atari booth were showing Midi pro- 
ducts, PC-Ditto, Magic Sac, and other 
existing products. Megas and Atari 
Lasers were in evidence everywhere, 
and the Atari PC was up and running. 
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Geography Tutor 


World and its continents. There is 
also a built-in database which fea- 
tures 20 useful facts on each coun- 
try--such as languages, religions, 
populations, growth rates, etc... . 
The database can be manipulated to 
compare facts, find the smallest or 
largest, and rank in order, any fact for 
a specific country or all countries on 
the map displayed. The database can 
be modified to include custom data. 

In the learning mode, there is a 
quiz to find countries or capitals, and 
a point-and-tell option to give facts. 
The program has an excellent user 
interface. 


GFA_Bild This program was devel- 
oped to permit relatively inexperien- 
ced programmers to prepare sophisti- 
cated applications, and to allow ad- 
vanced programmers to save time. 
The program will create a complete 
program shell for use, and will create 
alert and other boxes. Although 
GFA_ Bild is self-contained, its out- 
put must be used in conjunction with 
the GFA BASIC interpreter. GFA_ 
Bild will create ASCII files which 
you can MERGE into your program. 


Marketing 

The Verb Tutor series is publish- 
ed and distributed in North America 
by Artworx Inc., Penfield N.Y. The 
price is $39.95 US. Michel is looking 
for a European distributor for the 
Verb Tutor series. 

The Geography Tutor and GFA_ 
Bild programs are marketed by 
Michel himself; each program comes 


with an instruction manual, which he 
created using Publishing Partner. 
Each program is serialized to the 
name of the purchaser; upon bootup, 
the user is asked for the full name of 
the registered owner. Rather than 
deal with the hassles of filling orders 
himself, he has made an arrangement 
with a local retailer to distribute 
these products. 

Geography Tutor and GFA_Bild 
are available for $29.95 CDN, ($24.95 
US) each, by mail or telephone order 
from: 

Chiang Computers Inc. 
1054 Bank Street 
Ottawa, Ontario 
Canada K1S 3X2 

Tel: (613) 230-4101 


Although this tiny Canadian com- 
pany may not be a large-volume man- 
ufacturer in the ST community, some 
of the ideas that Michel has devel- 
oped may serve as an inspiration for 
other programmers’ struggling to 
market their products. 


Next time, we'll take a look at 
some other Canadian companies, and 
I'll keep you up to date on what’s 
happening with the ST here in the 
Great White North. 


RESET BBS | 


RE SEG 


Features include: 
+ Multiple message bases 

- ask RESET 

- programmers’ SIG 

- New Products 

- Much more! 

¢ free access (you pay only regular 
long distance charges) 

* immediate validation 

+ upload/download facility 

- PD software (including 
software covered in Public 
Beat) 

- Program listings from 
RESET programming 
articles 

- Graphics (DEGAS, 
Spectrum 512) 

+ 300/1200 BAUD 

+ Up-to-date Atari news releases 
on-line 

* On-line RESET Magazine 
subscription sign-up (Credit card 
only) 


The RESET BBS telephone number 


is 
(613) 723-8838 


Terrific Corp's | 


EZ-RAM Il 


Terrific Corp. announces the release of EZ-RAM li a solderless| 


512k to 2.5 meg upgrade. 


- works on 520st, 520stFM, and 1040 


- 1 year warranty 


- very "clean" installation 


- 256k or 1 meg chips 


- Illustrated instructions 


Retail $139.95* 


Also available: 


Price does not include RAM Chips. 


Zz 
Toorder: Z-TIME 1040 Clock/Calendar chip 


EZ-RAM 1/2megsolderless( includes RAM) Upgrade $1 49.95 
-TIME 520 Clock/calendar chip $ 49.95 


$ 59.95 


Contactyour local dealer or 
direct from Terrific Corp. 
17 St. Mary's Ct 
Brookline, MA 02146 
(617) 232-2317 


Orderby Visa/MC/COD/Prepay 


EZRAM and Z-Time are trademarks of 
Terrific Corp. ATARI, 520, 520stim, 
1040 are trademarks of Atari Corp. 


[errific 


FERIFHERALS 
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VIP Professional™ GEM 1.2 = 


VIP Professional” 
GEM 1.2, the 
new generation 
spreadsheet 


Spreadsheet, Database, Graphics and 
Macros With Total Lotus® 1-2-3® 
Functionality. 


A total Solution 
LOTUS COMMANDS 


VIP Professional™ uses commands 
identical to Lotus 1-2-3 allowing 


VIP Professional™ is a trademark of DITEK INT’L; Atari 
and ST are trademarks of Atari Corp.; GEM is a trademark 
of Digital Research Inc.; Lotus and 1-2-3 are trademarks of 
Lotus Development Corp. 


users familiar with Lotus to easily 
switch to the Atari ST. 


IMPROVES 1-2-3 

Where VIP Professional™ really 
improves on Lotus is its attention to 
ease of use. Although the user may 
elect to use the keyboard for all 
commands, VIP Professional™ also 
provides a full-featured mouse inter- 


..... face with icons, dialog boxes, pull- ° 


down menus, mouse ranging 
and scroll bars. This makes 
command selection, 
si. movement in the sheet, 
“==> range selection, split- 


screen use anda score of other 


functions much more intuitive and 
easy to use. What were once complex 
commands with Lotus are now a 
mouse-click away. 


Atari’ST” 
Special Features 


GEM interface with pull-down 
menus, icons, dialog boxes, ranging, 
scroll bars, column grabber, etc. 
Sparse matrix for conserving 
memory. Works with 520ST, 1040ST 
and beyond. Ultra-fast floating point 
math. Compatible with printers 
supported by GEM. Saves graphs 
compatible with Degas™ and Neo 


Chrome™ Totally supports hard drive. y = 


Works with color or monochrome 
monitors. Multiple windows for 
viewing graphs and worksheet at the 


same time. 
Enhanced Text Version 1 -2 now available. 


$100.00 
Now Only 


$149.95" US. 


* 
SUGGESTED RETAIL 


FLEXIBILITY 

VIP Professional™ gives the user, no 
matter the computer, a uniform, 
powerful program that conforms to 
the Lotus standard and which can 
exchange data with any other 
program using the 1-2-3 file format. 
VIP Professional™ is available for 
the Atari ST, Apple Ile, IIc, Ics and 
Commodore Amiga. 


Available at your local Atari dealer. 


ISD Marketing, Inc., 2651 John Street, Unit 3, Markham, Ontario, Canada L3R 2WS. (416) 479-1880. Fax # 1-416-479-1882. 


S pread- 
sheeting 


C.H.(Harry ) Wilkinson 


What is a spreadsheet? What would I use it for? Is it as 
good as a database for maintaining routine lists? Will it take 
forever to learn how to use it? If you have ever been intimi- 
dated by the seeming complexity of integrated spreadshect 
packages, take heart: you’re not alone. Many people have 
toyed with the idea of using a spreadsheet, and have even 
bought the software, only to have it sit on the shelf 
unopened-- because they couldn’t muster the courage to 
tackle the first essential steps in Icarning how to use it ef- 
fectively. 

With this series of articles we hope to get you through 
those fearsome carly moments, and on to the truly produc- 
tive stage of effective spreadsheet use. Examples in this 
special feature will use VIP Professional spreadshcet soft- 
ware, simply because it is the most developed package cur- 
rently available for the ST. As well, the command structure 
is identical to the earlier versions of Lotus 1-2-3, still the de 
facto industry standard and most widely used spreadshect in 
business today. 


Rows and Columns 

O.K.--let’s get at it! What is a spreadsheet, and how do 
you use it? A spreadsheet is a network of rows (horizontal) 
and columns (vertical) which intersect to form cells. Each 
cell can contain one of three types of information--a label, a 
value or a formula. The main applications for spreadsheets 
require the rapid manipulation of numerical data to solve 


Feature Section Index 


Taking the Fear Out of 
Spreadsheeting .......... p.17 
Spreadsheets for 
the ST 
Soon ..:...... rs 
MACROS: The Spread- 
sheet Worksaver ...... 


Spreadsheet 

Terminology ....... es p.22 
Spreadsheets For Analysis 

and Productivity.......... p.24 
An Unusual 


Application wc p.26 
Features Comparison 

Chart 
Opinion .. 


mathematical problems. To achieve this we use the three 


types of entries as follows: 


«Labels 


These are text entries which are used for titles, 
headings, and descriptive comment. 


+Values 


These are numbers that are entered directly, and which 
form the raw data to be manipulated. 


*Formulas 


These result in values which are derived from the 
values of other cells. They provide the manipulative 
power to do things such as summing a column of 
numbers, dividing the value in one cell by the value in 
_another, and taking the square root of a cell value. 
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Input 

Let’s take a simple example. Suppose you’re interested 
in keeping track of your car’s gas mileage and costs. You'd 
like a dated record of the miles per gallon (or litres/ 100 
kilometres), the cost per mile driven for each fill-up, and a 
monthly and yearly summary of these items. To handle this 
in a spreadsheet, you would need to input information in- 
dicating date, distance travelled since the last purchase, and 
the amount and cost of the gasoline. What would the 
spreadsheet look like, and how would you go about setting it 
up? 

When first venturing into spreadshecting, it is best to 
stay with a familiar format. In other words, set up the 
problem the same way you would with pencil and paper. 

In this case, we will set up a series of columns for date, 
gallons, miles, and cost. These will contain the raw data 
("values") taken directly from the information recorded at 
each fill-up. After giving the worksheet a title and column 
headings ("labels"), it looks like Figure 1. 


BS: (FL) 
i] 


Cost Niles/Gal Cost/Hi 


Figure 1. Columns And Rows 


Output 

That takes care of the format for the input--now for the 
output. We need to divide the miles driven (Col C) by the 
gallons added (Col B) to get "miles per gallon”. We'll put 
the result of that calculation in Col E and title it "Miles/ 
Gal". Now, we must enter this formula in the cell at the 
intersection of Col E and the row that will receive our first 
data entry--in this case, Row 5. So in "E5", (which is the 
address for that cell), we enter our formula. 

In VIP Professional, a formula is entered by starting it 
with a numerical (or number) designator. The most conve- 
nicnt, and commonly used, designator is the "+" sign. So, 


we start by entering the "+" sign to tell the computer to 


expect a formula, Since we want ES to show the result of 
CS (miles)divided by B5 (gallons), our formula will be 
"+C5/B5". (Division is signified by using the "/" sign, a 
custom with which we are already familiar.) 
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The next value for which we need a calculation is the 
“cost per mile" for each fill-up. Finding this requires divi- 
ding the cost by the miles (Col D by Col C). The following 
formula will be entered in F5: +D5/C5; we can then put the 
results in Col F and label it "Cost/Mi". 

When you enter the formulas in E5 and FS the cell will 
show "ERR." This is because Cols B, C and D do not yet 
have data (so you are trying to divide a number by zero, a 
mathematical no-no). When you input the data in those co- 
lumns, the proper result will be calculated and displayed in 
ES and FS. The calculated result is aesthetically displeasing. 
however, since we haven’t formatted the cells to display the 
desired number of decimal places. 

Using the "range format" command, we can arrange to 
have all numerical entries in Col B ("Gallons") posted to one 
decimal place, Col C ("Miles") with no decimals, Col D 
("Cost") to two decimal places, Col E to one, and Col F to 
four decimal places. (Note that changing the format for a 
cell display does not actually change the contents of the 
cell--only the way the information is displayed and printed.) 

Now, because data will be entered in consecutive rows 
for each time the tank is filled, we repeat the formulas used 
in ES and FS on down the column, for an appropriate 
number of additional rows. In this case we will use four 
additional rows, which should look after the entries for the 
first month. Because the software has a built-in capability 
to copy values or formulas from one cell to another, we 
don’t have to reenter each formula ourselves. We merely 
use the "copy" command to repeat the formula in E5 to the 
cells at E6 to E9, and the formula from F5 to the cells at F6 
to F9. This gives us five rows that will accept the first 
month’s worth of fill-up data. 

Having used the "copy" command in this way, you will 
notice that although the formula in E5 was +C5/B5, the 
copied formula in E6 is +C6/B6, in E7 is +C7/B7 and so on. 
This, of course, is exactly what we want; the software 
automatically assumes that we want the calculations done 
using the same relative cell positions (unless we tell it other- 
wise). This feature makes the construction of long columnar 
spreadsheets much simpler and faster. 


Gas Mileage 

OK! Let’s get on with entering some data, and let the 
computer do the arithmetic. Filling in the blanks for date, 
gallons, miles and cost for each of the five fill-ups in Jan- 
uary, our sample worksheet might look like at Figure 2. 

After the last entry for January, you might like to dis- 
play some monthly totals and averages. This can be done 
using the built-in functions of the software. (VIP Profes- 
sional precedes its built-in functions with a "@" sign. This 
also acts as a numerical designator, so it’s not necessary to 
start formula entries for this type of function with a "+" 
sign, as was required when creating formulas.) 


continued on page 20 
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What follows is a quick look at most of the spreadsheet 
packages available for the ST today. Space does not permit 
us to provide a complete analysts of each program, but, 

when used in conjunction with the features comparison 
chart on page 27, these comments will at least give you some | 
idea of their more interesting features. 


Spreadsheets 
for the ST 


Glenn Brown 


Masterplan Version 1.0 

Ditek International Ltd., 

2651 John Street, Unit 3, 
Markham, Ontario L3R 2W5 
Price: $89.95 US ($119.00 CDN) 


Comments: This program brings true 1-2-3 compatibilty 
at a discount price. Macros and database are the only real 
differences between this and VIP. 


A-Cale Prime Version 2.05 

The (Antic) Catalog, 

524 Second Street, San Francisco, 
California 94107 

Price: $69.00 US ($109.00 CDN) 


Comments: This program, which was written by Kuma 
and sold in England as K- Spread 2, uses custom icons for 
many of its functions. It lacks a number of important 
features, particularly financial functions, the ability to 
name ranges, and graphing. 


Powerplan Version 3.1 

Abacus Software, 

P.O. Box 7219, Dept. NB, 
Grand Rapids, Michigan 49510 
Price: $69.00 US ($99.00 CDN) 


Analyze! Version 2.03 
Micro- Systems Software, 

12798 W. Forest Hill Blvd., Suite 202, 
West Palm Beach, Florida 33414 

Price: $149.00 US ($199.00 CDN) 


Comments: At first, Analyze apprears to be a clone of 
1-2-3 version 2.0, complete with the extended command 
language, but many features are missing. Once the com- 
pany fixes these problems, this program should provide 
good value. 


Comments: Data Becker of Germany wrote this spread- 
sheet as a clone of Multiplan. Two big drawbacks: no 
financial functions, and the large size is useless without 
sparse matrix. 


Swiftcale Version 1.0 
Timeworks, Inc., 
444 Deer Lake Road, 


EZ- Cale Version 1.2 Deerfield, Illinois 60015 
Royal Software, 710 McKinley, Price: $69.00 US ($99.00 CDN) 
Eugene, Oregon 97402 Comments: Timeworks have an upgrade in the works for 


Price: $69.00 US ($99.00 CDN) this, the worst in their otherwise outstanding series of 


Comments: This is the easiest to use of all of the ST applications for the ST. 
spreadsheets, complete with a calculator that allows you to 
"drag" the results of a calculation into a cell, and a notepad 
that allows you to attach notes to a cell. VIP Professional Version 1.2 
Ditck International Ltd., 
2651 John Street, Unit 3, 


Logistik Version 1.15 Markham, Ontario L3R 2W5 

Progressive Peripherals & Software, Price: $149.95 US ($199.95 CDN) 

464 Kalamath Street, Comments: VIP is the top of the line as far as ST 
Denver, Colorado 80204 spreadsheets arc concerned: a 1-2-3 workalike with the 
Price: $99.00 US ($149.00 CDN) convenience of GEM. The new reduced price has closed 


Comments: Logistik brings a number of powerful the gap between the rest and the best: this is the one to 
features to the ST: macro recording, linked sheets, project buy. 

scheduling and time management. The only real drawback 

is that it doesn’t run under GEM. 
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FQ: (F4) #09/C9 


Date Gallons Hiles Cost Niles/Gal Cost/Hi 
n 3 M2 428 3529.6 0,8508 
no 19 435 488 27.2 8.8552 
Jan 13 1.8 402 28,85 29.1 8.8519 
n 26 5.4 427 23,08 27.7 8.8541 
Jan 28 16.3 48 23,92 25,6 Me 


Figure 2. Filling in the blanks 


The functions that we will use here are "@SUM" and 
"@AVG", just two of the many built-in functions included 
in the software to simplify the task of the user. At B11 we 
enter @SUM(BS5.B9) to get the total number of gallons used 
in January. (Note that "B5.B9" is the way to designate the 
range of cells that we want to total. Similarly, we calculate 
the total "Miles" and total "Cost" in Cll and D11 respec- 
tively. To get the average "Miles/Gal" and "Cost/Mi" we 
use the @AVG function, entering @AVG(E5.E9) at Ell and 
@AVG(F5.F9) at F1l. We could have also obtained the re- 
sults in Ell and F11 by entering +C11/B11 at Ell and 
+D11/C1l at Fll-- that is, by using the total monthly gallons, 
miles, and cost to calculate the monthly averages. 

Now we will skip a line on the sheet to separate the next 
month’s entries from the previous one. We’ll start the 
February entries on Row 13 after ensuring that the columns 
are properly formatted, and the formulas copied on down 
the column. (Note that these house-keeping chores can be 
done once and for all for the entire year if you can estimate 
the number of entries you will be making. Also, if you err 
at first in shaping the display of the worksheet to your lik- 
ing, it is a simple matter to add or delete columns or rows, 
or change the column widths to get the proper effect.) A 
two month record would look something like Figure 3. 

As twelve months of entries are completed, totals and 
averages can be calculated for the year, and a printout of 
the entire worksheet can be obtained for your records. 


Summary 

I hope this example has given you a little insight into 
the ways a spreadsheet program can be used to do your 
mathematical drudgery quickly and efficiently. The poten- 
tial applications are endless. You may find that your partic- 
ular application does not even require much calculation, but 
that it would be nice to be able to display a numerical list 
graphically. The spreadsheet’s "graph" commands will per- 
mit you to do this quite flexibly. If your needs are simply 
to list and sort, (e.g. names, addresses, phone numbers, LP 
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Fi9: (FA) BAUGUFLS, .FL?) 


Miles 


Cost Hiles/éal CostMi 


6.8588 
He 


Gallons 
A519 
8.0541 


2182 


432 
442 
vg 
438 
365 


2164 


Figure 3. Two Month Record 


albums, audio or video cassettes or even small business cata- 
logue lists), it is probable that the integrated features of a 
spreadsheet program will do the job quite nicely, Although 
spreadsheet programs like VIP Professional have tremen- 
dous inherent power, the needs of the average home user 
may never go much beyond the type of calculations per- 
formed in our gas mileage example. For this degree of so- 
phistication, the learning period is short--you should be 
quite comfortable with the basic commands after a weekend 
of working on some typical samples from the manual. Then 
you may want to explore the power more fully by taking it 
one step at a time as your requirements dictate. Repetitive 
tasks can be almost totally automated, so you will not be re- 
quired to repeatedly relearn the fine points each time you 
use the program, # 


Harry Wilkinson is a graduate engineer and ex-military pilot who 
developed an interest in personal computers as a result of his re- 
quirement for a better way to perform investment analysis. He fecls 
that the Atari 1040 ST is the most powerful tool for the job, and is 
now selling his research information to brokerage account executives 
and private investors. 
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Most of the companies are pretty secretive about their 
plans for ST spreadsheet software, but we did manage to 
find out that: 

Ditek (VIP Professional): this company’s next release 
will not be a clone of 1-2-3 version 2.0, but an original 
spreadsheet, written from the ground up for GEM, Look 
for powerful new features. LDW of LDW Basic fame, 
are developing LDW Spreadsheet, which is based on ver- 
sion 2.0 of 1-2-3 (but without version 2.0’s expanded 
command language). This high-speed GEM implimen- 
tation will be out in May for $149.95 (US). Royal 


Software (EZ Calc) are working on EZ Calc Professional. 
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MACROS: 
The Spreadsheet 
Worksaver 


C.H.(Harry) Wilkinson 


Mention macros to a group of home computer users and 
a large percentage of them will give you blank stares or 
horrified looks. These reactions are hard to fathom, since 
anyone who has used macros will be quick to point out that 
there are few software tools available that are greater work 
savers. 


Macros for the ST 

What is a macro? It is basically a mini-program that 
uses the language of the application software itself to re- 
place the need for a large number of keystrokes (and hence 
chances for error) in performing any repetitive computer 
task. Macros can be tremendous time- savers, they provide 
consistent results, they enable ab initio users to perform like 
pros, and they help to avoid many input and formatting 
errors. In other words, they provide the means to semi- 
automate your worksheets. 

In the past, a number of otherwise excellent ST pro- 
grams have been rendered totally unsuitable for the serious 
spreadsheet user because of the omission of this productiv- 
ity tool. Furthermore, of those ST software packages that 
have included macros, none as yet has the expanded macro 
language that is now available on MS-DOS and Apple Mac- 
intosh machines. Nonetheless, macros are now provided in 
an increasing number of ST applications, The examples in 
this article use the VIP Professional spreadsheet program 
which has essentially the same macro language as version 
1A of Lotus 1-2-3. 


Types of Macros 
Macros can be classed into two basic categories: utility 
and operational . 


Utility macros are used primarily to assist in setting up a 
worksheet. Examples of utility macros would be setting of 
column widths, sequential numbering of rows, typing in 
repetitive column headings, and so on. Once the work- 
sheet format has been completed, these macros are of little 
further use and can be deleted to save space. 


Operational macros are those which perform the actual 
tasks required on the worksheet throughout its life, and 
must remain resident on the worksheet. Tasks such as 
cursor movement for in- putting data, saving a file to disk 
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at various stages of the operation, formatting pages for 
printing, and the myriad of other routine tasks that would 
otherwise require a lot of user attention and effort, are 
prime candidates for operational macro applications. 


Macros can be user- interactive, if desired. In other 
words, if an input is required from the user at some point in 
the operation, the macro is designed to pause and ask for 
the input before proceeding. When no further operator 
input is required, the macro goes on to complete the task. 

One of the attractive options available with most 
spreadsheet macro systems is the ability to customize your 
requirements by designing your own menus. These menus 
work exactly like the menus of the program itself. Later we 
will go through the process of developing a simple, user- 
designed menu, to give you some idea of the tremendous 
flexibility of this technique. 


A Typical Macro 

But first, what does a macro look like? How is it acti- 
vated? And how do you stop it once it has started? Let’s 
look at these questions individually. 

A macro is a label, or series of labels, which records the 
sequential keystrokes that you would make if you were do- 
ing the job by hand. Almost anything that can be done 
from the keyboard can also be done using macros, And 
with the more advanced systems, the macro language goes 
beyond a mere typing alternative to include a variety of 
true programming functions, such as the calling of sub- 
routines and the testing and decision-making sequences 
of "if-then-else" structures. 

Let’s look at an example of a simple macro created to 
save a revised worksheet file to disk. In VIP Professional, 
commands can be performed using the first letter of the 
menu item in the active menu. For example, to perform 
the "save" task above, you would call up the command 
menu with the slash ("/"), then enter "F" (for file), "S" (for 
save), "Return" (to accept the existing file name for the 
"save" operation), and finally "R" for replace (since the file 
already existed on the disk). In macro form, it would look 
like this: 


"fis. © 


Note that the " ’" must be entered to indicate that this 
is a label to be stored for later use rather than activating the 
commands immediately. The " " is called a "tilde" and is 
the macro equivalent of "Return." 

In this example, the macro is short enough to be con- 
tained in a single cell. If the macro was longer, it would be 
necessary to spill the entry over to successively lower cells 
in the same column. The computer will keep reading the 
macro commands sequentially in the same column until it 
encounters a blank cell, is given a "quit" command, or is 
told to start reading at another location. 


Creating A Macro 

How do we initiate the macro? The first step is to give 
the macro a name, so the computer knows where to look for 
it. The customary technique is to use a backslash ("\") fol- 
lowed by a single letter. So we'll give the cell containing 
the above macro the name of "\S" (using the "Range Name 
Create" command). It is again customary to display that 
name in the cell immediately to the left of the macro cell. 

It is also wise to establish a habit of documenting the func- 
tion performed by the macro in an area adjacent to the 
right of each macro cell. Now, to call up this macro, type 
"Alt-S" (or whatever letter is being used, if it is for another 
macro), and the computer will process the steps in the se- 
quence defined. In this example it will save the worksheet 
file to disk. Sa 

Our example may not initially seem like much of a sav- 
ings. We have replaced a sequence of five keystrokes with 
two. "So what!" you say. However, let’s say that after sav- 
ing the file, we wanted to print three separate sections of 
the worksheet, each with a separate page format, and fur- 
thermore, we want to do this type of update every week for 
the next year. The number of keystrokes to perform this 
task even once would be large, but by writing a macro for 
the task and daisy- chaining it to the "save" macro, we could 
complete the entire task with the same two keystrokes for 
each update. This sort of periodic printing routine is a 
common business or office requirement, and macros can 
take the drudgery out of it. 

Assume that in addition to the "save" task in the above 
example, one of the update procedures was to input a long 
series of figures in two columns. If we designed a simple 
input macro to move the cursor progressively to the 
required locations for each input, it would significantly 
speed up the process. Also, with three separate print 
requirements as stated above, it is probably time to consider 
a custom-designed menu. 


A custom-designed menu 
This type of menu shows in the control panel just the 
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Figure 1. Control Panel 


same as a regular menu, and an item from the menu is 
selected in the same way. The control panel will appear as 
in the top of the screen shot in Figure 1. 

Note that there is a rigid format required for the con- 
struction of a menu. Each menu item must be entered as 
you wish it to appear in the control panel. You can use up 
to eight successive cells on a single row. Immediately be- 
neath each of these entries is a short description to explain 
what the selection of that item will accomplish, These des- 


Spreadsheet 
Terminology 


Glenn Brown 


What’s a sparse matrix? Ever heard of a link sheet? 
Since the features and benefits of many applications pro- 
grams are couched in unusual terminology, we have pre- 
pared a short glossary of terminology. The descriptions that 
follow should help to explain just what these features can do 
for your spreadsheet applications, and therefore give you a 
better idea of what to look for when you use the accompa- 
nying comparison chart. Of course, there is a lot more to 
each topic than written here: books have been written about 
each, but this at least gives you a glimpse at the basics. 


Calculator - many spreadsheets include a calculator to 
help with data entry. There are a number of good calculator 
accessories available commercially and in the public domain. 


Database - the ability to create a simple database, and 
particularly the ability to sort, can be a very useful feature. 


Functions - the basis of a spreadsheet is its functions: 
financial (NPV, PMT), logical (IF/THEN/ELSE), mathe- 
matical (SUM, AVG),and trigonometric (ACOS, TAN). 


GEM - the use of GEM isn’t essential to a spreadsheet, 
but it sure makes it easier to use. 


Graphics - the ability to turn your rows and columns of 
numbers into pie, bar, or line charts. ~ 


Help - does the program have on-line help? 
If-Then- Else - can the program perform logical opera- 
tions? 


Import 1-2-3 files - face it, the business world re- 
volves around the IBM, and the most-used spreadsheet is 
Lotus 1-2-3. For those who want to bring their work home. 
this feature is a must. 


Link Sheets - the ability to link the information in one 
cell to that in a cell in another sheet enormously simplifies 
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criptive comments will appear in the second line of the con- 
trol panel when their respective menu items are highlight- 
ed. Finally, on the third row, below each menu item and its 
descriptive comment is the actual executing macro se- 
quence. Usually (because of space limitations and for reada- 
bility), the macro sequence contained at this location directs 


the computer to another "named" location containing the 
actual command sequence. The main screen in Figure 1 
shows how the menu is structured on the worksheet. 


consolidation chores (eg. a monthly roll-up). 


Macros - in simple terms, a macro is a series of key- 
strokes that can be recorded for later playback with a single 
Keystroke. The ST spreadsheets with true macros also offer a 
command language that allows the user to completely tailor a 
spreadsheet. To my mind, this is the feature that separates 
the home and business spreadsheets. 


Macro Recording - the easiest way to write a macro is 
to perform the actions you wish to automate, writing down 
the keystrokes as you go. Macro recording does this for you, 
which simplifies the process enormously. 


Protected ~ I have no problem with copy protection on 
games, but I cannot recommend a protected spreadsheet. The 
Protection doesn’t stop the pirates, it just hinders the legit- 
imate user (I couldn’t imagine running my finances on a 
program that couldn’t be backed up). 


Sideways Printing - many spreadsheet presentations 
look much better printed sideways on the page. 


Size - how many cells do you have available to enter 
data into? The practical limit to spreadsheet size is the me- 
mory of your ST. 


Sparse Matrix - this is the program’s ability to store 
blank cells without using large amounts of memory. An easy 
test is to put any number in the bottom right-hand cell of a 
spreadsheet, and then check the available memory. 


Windows - can the program show a least two views of 
the spreadsheet you’re working on? Imagine a spreadsheet 
with titles across the top of the page, and two years worth of 
data. A practical example might have one window showing 
the titles, and the other showing the cells into which data is 
to be entered. = 


To be able to access the menu, we must first establish a 
macro name, eg. "\M", which will be called up using 
"Alt-M”" whenever we want the menu to appear. This ac- 
cess macro uses the special macro instruction for menus-- 
"/xmMENU "-- where the name "MENU" is given to the 
top left corner of the location that contains the menu struc- 
ture discussed earlier, This whole structure is usually placed 
at some out-of-the-way spot on the worksheet where it 
cannot interfere with the worksheet activity. In Figure 1, I 
have placed the menu call instruction at location B47 and 
called that cell "\M". The menu structure itself starts at 
B51, and that cell is called "MENU". Then, each menu item 
uses the "/xg" macro command, which directs the computer 
to another location for its next instruction. However, in the 
case of the "PRINT" item, you will note that a second level 
menu is called up which gives three print options. Each 
print option has its own "/xg” command to call up the for- 
matting and print commands required to perform the task. 
(The actual print macros are off the the bottom of the 
screen in Figure 1.) This hierarchical menu structure can go 
down the chain as far as is necessary to cover your neéds, 

When selecting names for menu items, it is best to en- 
sure that each item starts with a different first letter (as is 
the case with the built-in program menus). This permits 
their selection by either highlighting or typing the first Ict- 
ter of the desired selection. 

The confusing garble of phrases that appears on the 
screen of Figure 1 at Rows 52 and 64 is fairly typical of 
menu structures. Because it seldom makes sense to expand 
the column width sufficiently to accommodate these des- 
criptive comments, the display of the contents of each des- 
criptive cell is truncated whenever there is something in the 
cell to the right of it. However, this is not a problem during 
operations since the complete comment appears in the con- 
trol panel when the menu item is selected. 

On examination of the "INPUT" macro, at B58 to B60 
in Figure 1, you will note that the macro contains a loop 
instruction at the bottom that returns the command sequence 
to the start of the macro after each cycle. This is called a 
“looping macro" and, once'activat edwill continue indef - 
initely until stopped. The escape sequence is accomp- 
lished with the BREAK command (Control Undo on the 
ST). The foregoing has been but a brief encounter with a 
very powerful and flexible tool called macro programming 
which is now available on a number of ST spreadsheet and 
other software programs. Some programs even have a 
"learn" feature which enables the user to actually perform 
the required sequence to accomplish his task once with the 
program in the learn mode, and then automatically record 
and remember the keystroke sequence for later replay. 
Anyone contemplating serious use of a spreadsheet program 
should ensure that he/she obtains a program with a macro 
capability, and learn how to use it. It will pay back hand- 
somely in the months and years ahead. = 
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Spreadsheets For 
Analysis and 
Productivity 


C.H.(Harry) Wilkinson 


It is always interesting to see how others are applying 
the power of spreadsheet software to solve their problems. 
To this end, I would like to sharé with you the basis of an 
application that I have refined over the years, that uses 
spreadsheets for investment analysis--specifically, the analy- 
sis of stock warrants. 


How Stock Warrents Work 
For those not familiar with stock warrants, they are 
investment vehicles that give their owner the right to 
buy an underlying stock at a predetermined price, until a 
specified date. The warrant sells at a much lower price 
than the stock--hence, the investor has a means of 
obtaining much better leverage on his investment. That 
is, when the stock value rises, the warrant value also 
rises, but the percentage increase on the warrant is often 
at least two or three times that of the stock. 


Figure 1. Weekly Updates 
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WEEKLY UPDATE 
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Evaluating Warrants 

To better assess the relative worth of my selection of 
warrants, I set up a spreadsheet program on my ST which 
permits me to spot under- or over- valued warrants on a 
weekly basis. By analyzing the past history of the warrant 
price versus the stock price, I can reasonably predict the 
price at which the warrant will trade for any given stock 
price. Because of market dynamics and investors’ lack of 
current information on warrants, the warrant often lags 
behind its expected increase when the stock price rises. If 
an investor can spot these situations in a timely manner, he 
can often obtain dramatic leverage by buying the lagging 
warrant at the depressed price, and selling it when it finally 
catches up. 

To obtain this information, it is necessary to track the 
stock and warrant prices for at least six weeks--preferably 
more. This provides the baseline by which a comparison is 
made with the current prices. To establish this baseline, I 
have the computer solve the following equation for me: 


W/E = 
where 


((S/B) z F 1)U/z = 1 


W = warrant price; 

E = exercise price, a fixed value; 

S = stock price; and 

z =a factor determined empirically from 
the past price history of stock and 
warrant. 


When "z" is known, it is easy to predict what the warrant 
price is likely to be for any given stock price. Then, by 
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Figure 2, Warrant Record 


comparing the actual warrant price with the expected price, 
it is possible to tell which warrants are lagging and which 
are over-priced. 


To get the value of "z", it is necessary to solve the 
above equation using the actual price history of the stock 
and warrant and find, by iteration or trial and error, which 
value of "z" applies for the recent past to each warrant be- 
ing examined. I do this analysis using one calendar quar- 
ter’s worth of price information, and then apply that value 
of "z" in the calculations for the next quarter’s determina- 
tion of expected warrant prices. 

A segment of the first page of the output for weekly 
updates is shown in Figure 1. As any further description of 
the analytical process is beyond the scope of this article, the 
sample is shown for illustration purposes only. 

In addition to the weekly analysis described above, it is 
a simple matter to record the progressive price history--on 
a separate worksheet--for each warrant. Then I have the 
spreadsheet produce a graph of prices against time to pro- 
vide a more accurate, and visual, assessment of any warrant 
of special interest. A segment of the individual warrant re- 


cord, and a screen shot of the graphed price histories, are 
shown in Figures 2 and 3, respectively. 


Tying It All Together 
All the operations associated with the weekly update de- 


scribed above are fully automated, using a series of "daisy- 
chained" macros. This allows me to input the basic price 


data, initiate the macro sequence, and proceed with other 
duties while the computer spends only the next twelve min- 


utes performing the calculations, formatting, and then print- 
ing the detailed weekly output. 


The ability of spreadsheets to combine, or overlay, one 
file with another enables me to maintain the basic weekly 
price data in very small files for archiving purposes, using 
very little disk space. Then, when the calculation is needed, 


the basic data is overlayed on the larger template to 
perform the calculations. 
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Figure 3. Price Histories 
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This is but one sample of the productivity- enhancing 
potential available in current spreadsheeting packages, espe- 
cially those with macro capabilities. Weekly updates similar 
to those described here would require many hours using an 
older- style spreadsheet on a less powerful computer, and the 
output would be much less comprehensive. The same oper- 
ation today requires less than 25 minutes. 


Data Base vs. Spreadsheet 

I find that many of my database needs are solved best 
with a spreadsheet, particularly when there is a potential 
requirement for mathematical gymnastics with the data. 
Dedicated database packages are still best for large or 
complex database needs, or where relational requirements 
predominate. For merely sorting lists of information con- 
veniently, I prefer the spreadsheet. Why? First, I find it 
easier to visualize and refine the final formatted output. 
Second, I am more comfortable with, and hence more effi- 
cient in, using the commands (perhaps because of my more 
extensive use of spreadsheet rather than database software). 
In fact, I maintain a 1400-record file using spreadsheet 


software which I sort in a variety of ways. Selected seg- 
ments of the worksheet are printed to satisfy specific pur- 
poses (for example, a list of names). For this type of infor- 
mation requirement, it is not even necessary to tap most of 
the built-in database functions of the software, and no spe- 
cial formatting of the data is required. The only database 
functions that I use consistently are Data Sort and Data Fill 
(this last mainly to provide sequential numbering of the 
records). 


For Further Info 

A study of the available literature on spreadsheet use 
can provide a wealth of helpful hints and shortcuts, to make 
life easier for the serious user. The number of third-party 
manuals written on the use of Lotus 1-2-3, for example, is 
staggering. Each has a slightly different approach to the 
problem. Selecting one that most closely approximates your 
needs will not be easy, but once you have, spend a little 
time working the examples and trying the shortcuts. You 
will quickly become more proficient in generating efficient 
and productive worksheets. = 


An Unusual A pplication 
A Dungeon Master Spreadsheet 
(Table Of Characters) 


Glenn Brown 


When we were organizing this issue’s special spread- 
sheeting feature, we sent out the call for "everyday" ap- 
| plications that we might use as examples to give you 
some ideas. The inimitable Glenn Brown ventured the 
| following: 

Here’s an unusual spreadsheet application: whenever 
I play an adventure game that involves character develo- | 
pment (Phantasie, Dungeon Master, etc.), I use a spread- 
sheet to evaluate the players’ characteristics. The chart 
| on page 43 is an example of such a spreadsheet. The 
formulas used were very simple: 


+G6+H6+16 is the formula for sub1, which subtotals 
the Health, Stamina, and Mana charcteristics. 


+K6+L64+M64+N6+06+P 6+Q6 is the formula for sub2. 
Total merely adds sub1 and sub2 (+76+R6). 


These formulas were then copied down the sheet (/C 
from J6 to J7..329), with @AVG(J6. .329) 
used to average each column. 

The final result was printed to disk, resulting in an 
ASCII file which I imported into Publishing Partner for 
inclusion in RESET. 


NX 


Page 26 


The ST Almanac - May/June 1988 


Calculator 
Database 


Functions 


Graphics 

Help 
If-Then-Else 
Import 1-2-3 files 
Link Sheets 
Macros 

Macro Recording 
Protected 
Sideways Printing 


Size (Columns) 


(Rows) 
Sparse Matrix 


Windows 


1 A-Cale Prime has "macros" that are predefined functions operating on a single cell 


2. 


3 


ee 
Features 


Comparison 
Chart 


Glenn Brown 


What better way to present a com- 
parison of spreadsheets than via a 
spreadsheet? The following compilation 

| should be used in conjuction with 
(Spreadsheets for the ST", page 19, to 


give you a picture of the features 
available in today’s most popular 
spreadsheet programs. The features 
are listed down the left column of the 
table. Look above the name of the 
program you're interested in to see if 
that feature is available. 

Note: If any of these terms are foreign 
to you, make sure you read "Spread- 
sheet Terminology’, page 22. This is a 
concise but informative glossary of 
information to help you understand 
what all the fuss is about. 4 


EZ- Cale is the only ST spreadsheet with an interactive calculator 


1-2-3 macros cannot be imported into a program that doesn’t have macros 


O 


| ability with the computer industry 
| standard, 1-2-3, That standard is being 


ie also past president of Ring 151 of the 


pinion 
Glenn Brown 


The home user who has no need for 
a database or macros need look no fur-_ | 
ther than EZ-Calc. For the time being, 
I see little competition for VIP Profes- 
sional, mainly due to its close compat- 


pushed higher on the IBM market by 
programs like the PC version of Micro- 
soft Excel, Borland’s Quattro, and Sur- 
pass. All of these offer linked sheets, 
macro recording, and intelligent recalc- 
ulations (because they only recalculate 
affected cells, this operation is speeded 
up five to ten times). Lotus is fighting 
back with a free upgrade (Speedup and 
Learn add intelligent recalculations and 
macro recording to Version 2.01), I 
hope the next-generation ST spread- 
sheets offer comparable power. = 


Glenn Brown is a founding member of the 
NCAUG/ST, as well as current president. He 


International Brotherhood of Magicians. 
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Attention Writers 
and Programmers! 


RESET Reader Submissions 
Information 


If you have an idea for an article 
in RESET Magazine, please send it 
ials-- but be aware, our criteria is 
very stringent. We do not normally 


accept articles that are simply pro- 
duct evaluations or descriptions. 


both novice and expert on the topic 


that would be suitable for publication 


in. Articles can be reviews or tutor- 


Articles must show depth, a thorough 
knowledge of the topic, and appeal to 


in question (a dash of tips, tricks and 
hints is almost a necessity). Be care- 
ful though, if your article is too long, 


we probably won’t be able to use it. 
Asa rule of thumb, articles should 
never exceed 2,000 words. Also in- 
clude a brief personal biography 
written in the third person. Screen 
dumps from programs should also be 
included in DEGAS or NEOChrome 
format. Michtron’s ASHOT utility 
will let you do this, and there are also 
several similar public domain pro- 
grams to accomplish this task as well. 


Since RESET will soon be featur- 
ing a disk issue, we are also searching 
for quality programs. Please send in 
your program in a runnable format, 
and include the complete (well docu- 
mented) source code. An article 
should also be included to explain the 
program. 


All submissions must be on an ST 
format 3,5 inch diskette, and on paper. 
Documents can be in First Word, 

First Word Plus, WordWriter, or a 
straight ASCII format. If you would 
like your submission returned, please 
include a self-addressed, stamped 
envelope. Please allow a full 60 days 
for a response. 


A complete author’s guide is 
available upon request. 

Do you have what it takes? If 
you do, RESET pays for articles used. 
So get working! Send submissions to: 


RESET Magazine 
Submissions 

88C Jamie Avenue 
Nepean, Ontario 
Canada 

K2E 6T6 


Its Here! The Accessory You've Been 
Waiting For. Lntroducing... 


> Easy-Tools” — 


Migraph proudly introduces Easy-Tools™, a new 
GEM desk accessory that works with Easy-Draw®. 

If you use Easy-Draw to create technical 
illustrations, designs, mechanical or architectural plans, 
flyers, newsletters, charts or forms, then you need 
Easy-Tools! 

Installed right with Easy-Draw, Easy-Tools appears 
as an icon when Easy-Draw is run. It offers a variety 
of powerful tools that make it easier than ever to 
produce high quality professional-looking projects. 


With Easy-Tools you'll be able to: 


@ Rotate any object (except text or bit-images) by 
ANY degree about a user defined center. 


®@ Specify/inquire the numeric size and location of an 
object. 


®@ Convert an object to polylines for further editing in 
Easy-Draw. 


@ Create polyline text labels that can be rotated by 
any degree. | 


@ And Much More... 


Easy-Tools offers you the power 
and capability to produce hundreds of 
new designs, like the spiral shown 
here, quickly and easily. You'll save 
time, money and effort on all your 
projects. 

With Easy-Draw and Easy-Tools the choices are 
yours! 


| 
i 
* Easy-Tools requires Easy-Draw version 2.26 and | 
| 
| 
| 


higher. Contact Migraph for Easy-Draw upgrade 
tatormation. To order, see a Dealer near you or call us 


pes 1-800-223-3729 
RN Q OR | 
SMMIGRAPH: 9 206-838-4677 


720 S. 333rd (201), Federal Way WA 98003 
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THE NEW USER 


Bill Demmery 


While using the GEM Desktop is 
more or less intuitive, learning the sys- 
tem can take some time. In this instal- 
lment of The New User, we take a look at 
the sometimes tricky techniques of mov- 
ing around disk files. Y ou will find the 
articles herein particularly helpful if you 
have only one disk drive. 


RAM DISKS 


So you got your new Atari ST 
computer home and, following the 
directions in your ST Owner’s Manual, 
made a copy of the Languages Disk. It 
was a fairly fast process, all things con- 
sidered, but did you notice that you 
had to swap disks several times? Of 
course, there was a lot of data on the 
disk, and the ST had to ensure that the 
two disks were set up identically (ie., 
had the same format), before it could 
actually do the copying--that accounts 
for two swaps. I suppose four or five 
swaps aren’t too bad, then, when copy- 
ing whole disks. 

But have you ever tried to copy a 
number of files from one disk to an- 
other, using only a single drive? Say, 
maybe ten files? How many swaps did 
you have to make? About forty? 

Each time you copy a file from one 
disk to another, using a single-drive 
system, the ST goes through a number 
of steps: first, it must be ensured that 
there is room on the second (destina- 
tion) disk for the file; the file is read 
from the first (source) disk; it’s then 
written onto the destination disk. This 
process occurs for each and every file 


in the group--so you can see that 
we're talking in the range of forty 
swaps to copy ten files from one disk 
to another! That’s a lot of work, and 
there are two main ways to get around 
it. 

Your first and most expensive op- 
tion is to purchase a second disk drive. 
If you have a 520ST with a single- 
sided drive, that might be something to 
consider seriously, especially if you in- 
tend to use your ST for business or 
other intensive purposes. But what if 
you don’t have, or don’t want to spend, 
the money for a second drive? Is there 
a cheaper solution to the problem? 
Yes! Thanks to the copious memory 
capacity of the ST, you can actually 
use part of your ST’s RAM memory to 
simulate a disk drive; this is known as 
a RAM disk. A RAM disk is simply 
memory set aside for storage--a small 
program fools the ST into thinking 
that it really is talking to a disk drive. 
It will use the RAM disk just like it 
would a real drive. 

When you have a RAM disk set up 
in your ST, you can use it like a nor- 
mal floppy drive: you can read from 
the RAM disk; you can write to it; and 
because it’s entirely in memory, a 
RAM disk is very, very fast. Of 
course, the drawback (if you haven’t 
already guessed) is that once the power 
to the ST is shut off, the contents of 
your RAM disk are lost. 

With a RAM disk, copying files re- 
quires just two swaps. You first copy 
the files (which you want to transfer to 
another floppy) to the RAM disk; then 


you copy them from RAM disk to the 
destination floppy. This is a more in- 
direct method than straight disk-to- 
disk copying, but because the RAM 
disk is very fast, and because you 
won’t be swapping disks every few 
seconds, copying via the RAM disk is 
actually faster! 

Another good use for a RAM disk 
is for those who program with com- 
piled languages such as C or Pascal. If 
you put your source, library, and simi- 
lar files on RAM disk, the compilation 
process will go much more quickly 
than it would using floppies alone. Of 
course, before testing your programs, 
you'll want to make sure that any files 
you don’t want to lose (in case the 
computer locks up) are backed up on 


floppy. 


Which RAM Disk to Use? 

There are many RAM disks avail- 
able, both commercially and in the Pub- 
lic Domain. One of the first commer- 
cial RAM disks available was M- Disk, 
from Michtron; others are available 
and should be at your local dealer’s. 
These are usually found for a reason- 
able price. Consult your local users’ 
group and your dealer for advice on 
which RAM disk to buy, if you decide 
to go that route. 

Public Domain (PD) software is, of 
course, free to the user. There are 
some very good PD RAM disks avail- 
able, and I use one constantly. The 
various RAM disk programs go about 
installing their RAM disks in various 
ways: some are placed in the "auto" 
folder of your boot disk and are run 
automatically when the ST is booted; 
others may be run from the GEM 
Desktop; and some come as accessories 
which allow you to install or remove 
the RAM disk as you wish. Again, see 
your users’ group for more informa- 
tion about the PD RAM disks available 
and which one might be best for your 
necds. Most users’ groups offer a good 
selection of PD RAM disks, available 
for a nominal price to cover the costs 
of putting them onto disk. 
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Caution 

Remember, the contents of a RAM 
disk are lost when the power to the 
computer is cut off; for that reason, 
you should take care to ensure that any 
critical files on RAM disk have been 
copied to a floppy disk before shutting 
off the power or, as a good practice, 
before resetting the ST. A RAM disk 
is a tool and has its limitations, and to 
avoid grief, you must use it with care. 


So, with your RAM disk set up, 
copy files first from the source disk to 
the RAM disk and then from the RAM 
disk to the destination disk. This will 
require two swaps, the first being to 


Installing 
a RAM Disk 


Bob Deskin 


A RAM disk is a program or desk 
accessory that sects aside a portion of 
your computer’s memory and makes 
it look like a disk drive to the oper- 
ating system. You can use it like a 
disk drive for copying files but first 


replace the source disk with the 
destination disk (after the files have 
been copied to RAM disk) and the 
second being to replace the destination 
disk with the source disk (when it’s all 
done). 

A RAM disk is a must for every 
single- drive ST owner. Get one! 


William Demmery has worked with compu- 
ters since 1981. Since starting with the 
Apple II he has gained experience with over 
a dozen different computers and five pro- 
gramming languages. He specializes in word 
and information processing, is president of 
an eight- bit programmers’ club and main- 
tains a BBS. He works daily with an MS- 
DOS computer and enjoys his Atari 30XE 
and 1040ST at home. 


used by hard disks. In fact, you can’t 
use any letter already used by a hard 
disk. Use an uppercase letter to be safe 
as some programs can’t recognize 
lowercase. Change the “icon label" to 
something that will Jet you distinguish 
easily between the different types of 
disk you will be using. Click on the 
"install" button and you’ve installed the 
RAM disk icon. 


you will have to 


You may 


install a new disk 
icon on your desk- 
top and label it 
RAM disk. 

First select one 
of your existing 
disk icons by 
pointing to it and 


Drive Identifier: D 


INSTALL DISK DRIVE 


Teon Label: RAM DISK. 


Tnstall 


have to close 
your desktop 
windows in order 
to find the new 
icon. Once you 
do, move it to 
where you want 
it on your desk- 


MATT TTT 


clicking the left 


top. Reopen or 


mouse button. — 


reposition your 


Once selected, the 
icon will turn dark. 
Go to the "options" menu, select 
"install disk drive," and a dialog box 
will appear. Change the “drive iden- 
tifier" to the letter you will use for 
your RAM disk. Some RAM disk 
programs require the use of a specific 
letter, but most good RAM disks are 
flexible. Don’t use A or B since they 
are the standard disk drive desig- 

aE It’s best to stay away from C 
L since C is the first letter 


Installing a RAM disk 


windows and 
"save the desk- 
top" on your boot disk. The new 
"desktop.inf" file has the RAM disk 
icon and position saved. Set up the 
RAM disk software on your boot disk 
and reboot your system. At this point 
you should be able to open the RAM 
disk by double-clicking on the RAM 
disk icon. If you want a window for 
the RAM disk to be open when you 
boot your system, “save the desktop" 
again with the RAM disk window open. 


Copying files on the ST desktop is 
easy using the icon based operating 
system. To copy a file from one disk 
to another simply select the file to be 
copied by pointing to it and clicking 
the left mouse button, then drag it to 
the new destination and click on “ok” 
in the copy verify box. The system 
will now copy your file. Of course 
there is much more than single file 
copying. 

When you copy a file, you make a 
duplicate of the contents: this may be 
placed on a different disk drivé, in a 
different folder, or in the same folder 
with a different name. To move a file. 
copy it, and then delete the original file 
from the disk. Note that you do not 
physically move the original file, but 
the net effect is the same. 

Let’s look at some copy operations 
you can do from the desktop, and how 
to do them efficiently. 

As described above you can select 
one file and drag it to the destination 
--a disk icon, the same window or a 
different window. If you select a file 
from drive A and drag it to drive B, 
the system assumes you want to copy 
the file to another disk (the one in 
drive B). If you have two disk drives 
there’s no problem. If you have only 
one drive you will have to switch 
disks. Do this very carefully following 
the prompts in the dialog box (e.g., 
"insert disk B into drive A:") or the 
copy won't be done correctly. If 
you’re copying one file, you put disk B 
(the destination) into drive A, then 
disk A (the original) into drive A, then 
disk B, and finally disk A once the 
copy is complete. If you’re copying 
two files, you have to swap disks eight 
times, with three files, twelve times, 
and so on. 

If you only have one disk drive, 
the best way to copy files from one 
drive to another is to use a RAM disk_ 
Copy the files to the RAM disk, put 
the destination disk in the drive, and 
copy the files back from the RAM 
disk. You have just saved at least two 
disk swaps, and, the beauty of using 2 
RAM disk is that the number of swaps 


The ST Almanac - May/June 1988 


Copying Files on the Desktop 


Bob Deskin 


doesn’t change no matter how many files 
you copy at one time. Remember that 
the destination disk is now in the drive so 
put the original back. 

Of course RAM disks are very useful 
even if you have two drives, but they 
make life so much less complicated if you 
have only a single drive. 

As soon as you drag a file to its 
destination and release the mouse button, 
a dialog box comes up showing how 
many files and folders you are copying. 
This is the "confirm copies" box. You 
can set it to appear or not using the "set 
preferences" selection under the "options" 
menu on the desktop. Set "confirm 
copies" to "yes" to see the box. If you set 
“confirm copies" to "no" you won’t be 
able to cancel copying once you’ve 
dragged a file to its destination. (For the 
same reason of safety, its advisable to 
leave "confirm deletes" set to "yes.") Once 
you "ok" a copy, you may sce another 
dialog box titled "name conflict during 
copy". This happens if the name of the 
file you are copying already exists at the 
destination. Make sure you change the 
name as copying one file over another 
may not work correctly. In fact, if you 
accidentally copy a file over itself, the file 
will probably be ruined, 

If you drag a file to a disk icon, you 
copy the file into the root directory, not 
into any folder. This gives you an easy 
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way of copying a file from a folder 
into the root directory of the same 
disk, Simply open a window showing 
the contents of the folder, and drag the 
desired file onto the disk icon of the 
disk containing the folder. 

You can also copy a file from a fol- 
der by opening a window with the fol- 
der contents showing, and another 
window showing the destination. The 
destination can be the root directory or 
another folder. When you copy a file 
to a folder, you don’t have to open the 
destination folder (and the destination 
folder can be in the same window), 
Drag the file over the destination fol- 
der until the folder turns dark. Releas- 
ing the mouse button at this point 
means that you are copying the file 
into the folder. 

Of course there’s no reason why 
you can’t copy many files at one time. 
All you have to do is select them and 
move the selected files as a group. 
Point just to the left of a group of files 
that you want to select and drag the 
mouse to the right. This forms a box 
that can be dragged around a group of 
files. Releasing the mouse button will 
cause all the files inside the box to be 
selected. 

Typically, the files you want are 
not all together. No problem. Once 
you’ve selected your first file (or group 
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Using a RAM disk 


of files), point to the next file and 
hold down the "shift" key while 
clicking the left mouse button. The 
files already selected will remain 
selected along with the new file. 
Using this method, you can select any 
combination of files visible in the 
window. 

Normally you select files from the 
active window, the one with the slid- 
er bars active (side and bottom). You 
can select from an inactive window 
by holding the right mouse button 
down while selecting. 

So far we’ve dealt with files (and 
folders since you can drag a folder in 
exactly the same manner as a file). 
You can copy a whole disk by drag- 
ging one disk icon over the other. 
There are restrictions however. Both 
disks must be the same format and 
capacity. So you can’t use this tech- 
nique with RAM disks. Also you 
can’t copy the contents of a single- 
sided disk onto a double-sided disk. 
You can only go single to single or 
double to double. If you have one 
drive, you can still use this technique 
to copy from disk to disk. The system 
copies the data into memory, asks you 
to switch disks, and copies the data 
onto the destination. The number of 
disk swaps depends on your available 
memory (which depends on the desk 
accessories you are using and the 
amount of raw memory in your 
machine). If you have a lot of files to 
copy from one disk to another, it may 
be more efficient to copy the entire 
disk and delete the files you don’t 
need from the destination disk. 

While there are utility programs 
that can copy files and disks, unless 
you have a special need, (like 
duplicating a disk many times or 
copying files to a RAM disk on 
startup), most standard day-to-day 
copying can be done using the 
desktop. = 


Bob Deskin has been working with compu- 
ters of all sizes for over 15 years. He 
bought his ST over two years ago. Bob 
runs the new user group for the National 
Capital Atari Users’ Group in Ottawa. 
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a comparison of baseball games on the ST 


Keith Burnage 


NAME: Hardball 

TYPE: Arcade 

SPEC REQT’S: Colour 

PRICE: $49.95 CDN $39.95 US 
FROM: Accolade 


TYPE: Simulation 
SPEC REQT’S: Colour 


NAME: MicroLeague Baseball II 


PRICE: $69.96 CDN $59.95 US 
FROM: MicroLeague Sports Assc’n 


NAME: Championship Basebal 
TYPE: Simulation 

SPEC REQT’S: Colour 

PRICE: $49.95 CDN $39.95 US 
FROM: Gamestar 


Well, the 1987 World Series is long behind us, and for us 
diehard Jays fans, it’s an anxious wait for spring training. 
But just because the boys of summer take a yearly break 
from the game, it does not mean that we ST owners must do 
the same. With three games on the market-- 
Championship Baseball from Gamestar, Hardball from 
Accolade, and Microleague Baseball II from MicroLeague 
Sports Association--the season is just starting. 

As we all know, no two teams are alike; the same is true 
for these three games. Each stresses a particular aspect of 
baseball and falls into a specific game category. Champion- 
ship Baseball is an arcade game that requires you to become 


MicroLeague Baseball IT is a pure 


statistics game 


the nine baseball players. Hardball is a combination 

arcade/ statistics game, but while you play all the positions, 
this game focuses on the pitcher/batter duel. MicroLeague 
Baseball II is a pure statistics game and makes you the 
Sparky Anderson of electronic baseball. Which game(s) you 
will buy will depend on what features you want and how 
realistic you want the game to be. 


Graphics 

While the appeal of the screens may not seem to be a big 
concern, there is nothing like bad graphics to detract from 
an otherwise good game. One only has to look at several 
Apple conversions for the XE system, which have failed to 
take advantage of that system’s capabilities. Since these 
baseball games themselves are conversions of XE games, one 
would hope that the ST’s capabilities have not been ignored. 

Of the three games covered here, Championship 
Baseball is the one conversion that has paid attention to 
graphics. This is partly due to its emphasis on arcade ac- 


tion, resulting in arcade- quality graphics. As with Game- 
star’s other sports games, the graphics have a detailed look 
to them, from the shadow of a fly ball racing across the 
field, to the fans sunning themselves in the stands. Cham- 
pionship Baseball’s graphics capture the look of a baseball 
game from a fan’s perspective. 

Hardball, on the other hand, takes a different approach: 
it gives us a television perspective by providing two main 
"camera angles". One gives us a behind-the-pitcher view 
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Championship Baseball 


towards home plate; the other gives a depiction of either the 
left- or right-hand side of the field--depending on where the 
ball has been hit--from behind home plate. Animation is 
well thought-out. A ball being fielded from deep right to 
home starts off slowly, but as it gets closer to the plate, it 
picks up speed. However, unlike Championship Baseball, 
this conversion does not feature improved graphics. The XE 
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version suffered from blocky graphics, and despite the sup- 
erior resolution of the ST, this problem has not been truly 
overcome. 

MicroLeague Baseball II rates lower than both the 
others in the area of graphics. This game uses a single 
screen to depict the playing field, and like the XE version, 
MLB II has both deep left and right field chopped off. 
While the detail is not as good as in the other two games, 
the graphics are not lacking in realism. Runners run and 
slide, pitchers argue with the umpire, and the manager ac- 
tually walks out to the mound. As if this were not enough, 
there is also a commentary box for the game’s announcer to 
provide typical cliches whenever the ball is hit. For me, 
this feature more than makes up for the game’s lack of fan- 
cy graphics, and adds to the excitement of playing a true 
simulation. 


Managing a Team 

A major concern when choosing between these games 
may be how much flexibility you want for managing a 
team, and whether you want to play just a single game, or 
have the option of taking a team through a season. 

As MicroLeague Baseball II is the only game that relies 
heavily on statistics, it is no surprise that it lets you play the 
role of Manager to the hilt. Like a real manager, you have 
to decide on a batting lineup, whom to start on the mound, 
and when to send in a pinch-hitter or runner. Fortunately, 
you have some help in making your decisions: the game 
rates each player on his ability to play a position, based on 
his fielding percentage, range and throwing arm, and the 
usual baseball statistics. One excellent feature lets you see 
the status of the pitchers: cold, warm or tired. 

Another thing MLB II does well is that it makes you 
feel like you are in the dugout, with everyone second- 
guessing 


You see the status of the pitchers: 


cold, warm or tired. 


your decisions. A second strong feature of MLB II is that 
the General Manager/Owner disk (available separately) will 
let you draft your own unique teams, trade players, and run 
a full-blown computerized baseball league. With these 
abilities, MLB II is the closest you can get, at a fraction of 
the cost, to owning your own team. 

While it is neither a true arcade game nor a true statist- 
ical game, Hardball does have some of the managing excite- 
ment of MLB II. This game allows you to substitute play- 
ers, exchange positions and shift the outfield-- something 
MLB II Jacks. However, since Hardball is also an 
arcade-type game, the electronic players are not, of course, 
based on real players. To its credit, however, the game does 
incorporate limited statistics-- ERAs, RBIs, AVG, left- or 


right-handed hitters and pitchers--but the feeling of realism 
is not as strong, simply because you are managing pseudo 
players. Also, since you must assume the role of a player, 
the separation between manager and player is blurred. 
Another difference between Hardball and MLB II is that 
Hardball comes with only two teams, while MLB II comes 
with 25. 

Championship Baseball is different altogether. Like 
Hardball, it is not based on real players; and it uses statistics 
to an even lesser degree. The players in this game are not 
ranked using standard baseball statistics, but rather on a 
scale of 1 to 3 in predetermined areas of the game. For 
pitchers, these areas are: Speed, Control and Stamina; for 
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Micro League Baseball 


Catching, Running and Throwing. As this is a purely ar- 
cade- type game, the limited reliance on statistics appears to 
be here mostly to dress things up. So, for those who prefer 
to manage a team, Championship Baseball is not the one. 

A major area in which Championship Baseball differs 
from Hardball and MLB II option to try your hand at league 
play. There are two restrictions with this option. The first 
is in drafting a team: you can have only one relief pitcher, 
and if you go to him too early and he loses his stuff, you are 
stuck with him for the rest of the game. The other restric- 
tion is that the league option is available for only one game 
player, which limits the possible enjoyment this game could 
offer if it let two gamers compete from different divisions. 


Play Ball!!! 

If there is one area where all three games are equal, it is 
in actually playing the games. All of them are a snap to 
learn, and in this aspect, there is no one game that is better 
than the other two. (There is nothing more frustrating than 
having to read through a thick manual and keep it handy 
for continual reference.) 
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While it may rely upon team management to a small de- 
gree, this game boils down to a true pitcher/batter duel. 
This can be seen in the large number of options facing you 
when you are at the plate or on the mound. Each pitcher 
has his own repertoire of four pitches, which he can throw 
at one of nine strike zones, for a total of 36 possible pitches! 
On offense, the art of hitting is raised above the standard 
arcade version where all you have to do is hit the button at 
the right time. Even though the pitcher may have enough 
combinations to thwart George Bell, the batter can decide 
whether to swing at pitches on the outside, inside, or down 
the middle of the plate. Besides hitting or bunting, you 
may decide to stretch that single into a double or steal a 
base. The emphasis on these two important aspects of the 
game challenges you in the same way that it does the ma- 
jor-leaguers. 

The challenge continues in the area of fielding, but not 
with the same success. As soon as the ball is hit, the per- 
spective jumps to the side of the field into which the ball 
was hit, and the player closest to the ball is activated. This 
jump in perspective is fine on hits to the outfield, but on 
infield hits you don’t have enough time to move the player 
to intercept the ball. Most of the time, you have to hope 
that you are already moving your joystick in the right di- 
rection to intercept the ball. If you guess wrong, the ball is 
headed to the outfield. 

Unlike Hardball and Championship Baseball, Micro- 
League Baseball II has you use the keyboard to send the 


The game challenges you in the 
same way that it does the 
major- leaguers. 


players signals for the eight offensive and defensive plays. I 
wish MLB II would show the RBI of the batters as they 
come to the plate, a la Hardball. With MLB II, you must go 
to the line-up screen, or write down the line-up for quick 
reference. This minor fault can be bothersome at times if 
you are not familiar with the opposing players. One thing 
to be aware of when playing this game with two people: 
each will have to turn away from the keyboard so that he 
will not see what sort of play his opponent is calling. 

While Hardball and MLB II offer a wide variety of plays 
from which to choose, this is not true for Championship 
Baseball. For those looking for a game which even their 
children can learn, this lack of flexibility is a plus, since it 
makes this game so easy to play. As with Hardball, all the 
plays are made with the joystick. Batting is accomplished 
by using the fire button to either swing away or lay down a 
bunt, with the stick being used to advance your men on 
base, take a lead or steal a base. Batting does take some 
time to learn but, fortunately, Championship Baseball has a 
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batting practice option that lets you learn which pitches to 
go after. 

On the defensive-play side, the eight positions of the 
joystick are used for selecting your pitches. Unlike Hardball 
and the original 8- bit version of this game, the pitchers do 
not have different pitches from which to choose. In this 
game, all the pitchers throw the same stuff. Fielding, once 
you get the hang of it, is easy. The computer activates the 
player closest to the ball, and all you have to do is have him 
intercept the ball. Since the game displays the whole field 
at once, fielding errors are not as frequent as in Hardball. 
Control is about as complex as learning to tie your shoe- 
laces: some difficulty at first, but once you get the hang 
of it, it becomes second nature. 
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Hardball 


Artificial Intelligence 

While Championship Baseball is easy to learn, its com- 
puter opponent has no idea how to play the game. It may 
not matter "whether you win or lose the game", but the 
computer does not even try! The A.I. of this game is not 
just bad, it is BA D! In the XE version, the computer 
played a mean game, and Gamestar rewarded anyone who 
could beat the computer. With this version, it is the com- 
puter that should get the reward. Not only are you able to 
have a 20-run lead by the third inning, but the computer 
does not steal bases or try to take an extra base, while you 
can steal every base with no trouble. The only challenge in 
playing against the computer is in seeing how high you can 
drive the score. This major flaw limits the game’s use and 
detracts from its several positive aspects. As it stands, 
Championship Baseball does not even come close to chal- 
lenging the other two games for your hard-earned money. 
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Looks Good on Paper, But on the 
Field... 

If there is one thing we all know, it 
is that what you see is not always what 
you get. But of the three games, Mic- 
roLeague Baseball II is closest to the 
teal thing. It’s not just its use of stat- 
istics and managerial options that make 
it play like the real thing; it is the ad- 
ded small touches that add to the real- 
ism of the game. 

As you may have noticed, MLB has 
a "II" after its title. This usually de- 
notes a "new and improved" version, 
and in this case it does live up to that 
billing. This game takes into account 
the stadium and its dimensions, whe- 
ther it has real or artificial turf, the 
probabilities of a player being injured, 
and weather problems. A stats com- 
piler shows you how your line-ups and 
management of players affects their 
statistics. In short, MLB II could steal 
the Memorex line "Is it live, or is it..." 


Championship Baseball 
is a disappointment 


While not as detailed as MLB II, 
Hardball does have many of the fea- 
tures of the real thing. Its use of pseu- 
dostatistics--plus whether a player is 
left- or right-handed, the ability to use 
designated hitters and the detail in hit- 
ting and pitching--helps it to capture 
the essence of the game, and makes it 
stand out from the arcade crowd. 

Of the three games, Championship 
Baseball is a disappointment, but only 
when viewed from the perspective of 
the others. CB must really be judged 
by “arcade action" standards, because 


even its interesting "league play" option is defeated by the 
computer’s inability to play the game well. This game is 
recommended only for those who always have a real live 


opponent available. 


Bottom Line 


For me, then, Championship Baseball is nothing but a 
sand-lot version of the game, while Hardball and Micro- 
League Baseball II belong in the major leagues. Because of 
this, they present an interesting dilemma as to which one to 
get. The major factor influencing your choice, besides 


ST BASEBALL COMPARISON 


Championship| 
Baseball 


FEA TURE Hardball 


PRE- GAME: 
Opponents (1, 2, Computer, 
computer Both sides) 


L2G 12,C 


Statistics used YES (1) YES (2) 


Teams (Past, Current, Other)) OTHER OTHER PC 

# of players B 26 25 

Trade/ Draft players NO/YES(3) NO/NO YES/ YES(4) 
Set batting lineup YES YES YES 


DURING THE GAME: 


Artificial intelligence VERY POOR |GOOD GOOD 
Game control STICK STICK/MOUSE | KEYBOARD 
Graphics/Sound effects V-GOOD/ YES |GOOD/ YES FAIR/YES 


Options(# batting/# pitching} 2/8/0/1 
/# defense/# running) 


4/81(S)/3/1 4/4(6)/2/4 


Bull pen YES(7) YES YES 
Pinch hitter/runner NO/NO YES/NO YES/ YES 
L/R handed pitchers/batters | NO/NO YES/YES YES/ YES 
Events (Rain delay, Power NONE R/P/I/E 


outage/Injuries/ Ejections) 


POST GAME: 
Linescore/ Boxscore available| YES/NO 
Printed record of game 

# of offensive stats 

# of pitching stats 

# of defensive stats 
Compiles stats after game 


NOTES: (1) Uses its own limited format not based on real players. 
(2) Uses stats not based on real players. 

(3) Limited number of players to choose from. 

(4) With optional General Manager/Owner utility. 

(5) Combination of 9 types of pitches and 9 strike zones. 
(6) Does not include pitchers specialty pitches. 

(7) Limited to one relief pitcher. 


choosing between arcade action or statistical realism, will be 
whether you want the ability to go beyond the games’ cur- 
rent limitations. If you do, then MLB II, with its additional 
Team/Player disks and its General Manager/Owner disk, 
offers you all the possibilities you could want. But no 
matter which of these two games you choose, you are 
guaranteed hours of fun. = 


Keith Burnage is a VTR Editor, who can often be found playing 
historical simulations on his ST. He has been reviewing software 
since 1985. 
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Word Perfect 
Update 


Glenn Brown 


There has been quite a bit of concern recently on the 
major telecommunications services (particularly Compu- 
serve and Genie) over rumours that Word Perfect Corpo- 
ration was abandoning the Atari marketplace because 
pirated copies of the ST version of Word Perfect had been 
found on three BBS’s. A statement’by Dan Lunt (WP 
Corp’s vice president of Marketing) concerning these 
rumours was sent to all registered owners of the program. 


The following is taken from Mr. Lunt’s letter: 


“First of all, we have not announced that we are withdrawing 
from the Atari market and have no current plans to do so. We DO 
have some concerns but they are not limited exclusively to the 
Atari market. Recent events in the Atari market have simply 
focused our attention, once again, on these concerns. 

We have long held the philosophy that copy protection is an 
unacceptable solution to the piracy problems. We believe that 
most people are honest and we feel that it is inappropriate to 
penalize them for the actions of the smaller group of dishonest 
people. I too have felt the frustration of having a copy-protected 
disk become "unreadable", not to mention the inconvenience to 
hard disk owners. T he decision to make this a corporate policy 
was made several years ago when we were contemplating waht 
we should do about the piracy problems in the IBM PC market. 

We have had anumber of problems with our release for the 
Atari machines. It WAS released too early and there WERE a lot 
of bugs. As soon as we realized what we had done, we immedi- 
ately took what steps we could to alieviate the situation. Our 
programmers focused all their attention on the bugs and worked 
nights and weekends to find and fix the bugs. We promised free 
upgrades to all registered users (and we wouldn't exclude those 
who didn't send in their cards as long as they can show proof of 
purchase) as soon as we feel that the version is clean. We pro- 
vide toll-free support to help our customers through any diffi- 
culties they might encounter and to help us identify problems 
with the software. This is nothing different from what we do in 
any markets if we find problems, and I feel it is indicative of our 
commitment to the Atari market. I wouldn't want to approach it 
any differently. 

Another serious consideration for us has been the suggested 
list price. We are ina dilema here. WordPerfect on the IBM PC 
has a suggested list price of $495. WordPerfect on the Atari has 
virtually the same set of features and the same amount of power; 
yet, we set the price for the Atari at $395 reflectiong the fact that 
products on the Atari sell typically for much less money. We 
have always given good margins to our distributors and felt that 
the market would make its own adjustments. For example, WP 


on IBM PC's can be purchased through mail order outlets for as 
little as $199. We set thel suggested list price for the Atari ver- 
sion at $395 feeling that the "street price" would probably settle 
in at around $190, based on what happened in the PC market. 
This is still pricey, but we were after the high end of the market 
and felt the features justified it. 

.-we felt that the Atari was a natural extension of our policy 
to support a broad platform of machines and that it would be a 
viable market for us. We still believe that. 

Someone suggested that we drop our price and eliminate toll- 
free support to cut our costs. T hat may appear to make sense in 
this market but it is inconsistent with our way of doing business. 
I personally do not feel that reducing our level of service would 
help us in this or any other market. 

Finally, what are we doing about piracy? Our legal people 
pursue pirates at every possible opportunity. ... For the most part, 
I like what I've heard from the people in the Atari community. I 
see ahigh level of concern among the people in this forum about 
the piracy issues and the reputation of Atari users. I’m not con- 
vinced that Atari users are any worse than any other kind of 
user... 

To reiterate, we have no current plans to "pull out of" the 
Atari market. If, at some future date, we were to make the de- 
cision to abandon the Atari or any other market, it would not be 
based solely on the fact that we had found our software on 3 BBS 
systems. The main consideration would be "can we do our style 
of business in this market and be profitable?" of course, piracy is 
one factor that can seriously affect profitability..." 


As along time ST owner, I am glad to hear that 
WordPerfect are not (yet) leaving the Atari market. If 
they do, I feel it would have very serious implications for 
Atari: few major manufacturers would enter a market with 
that distinction. 

The most recent upgrade to WordPerfect for the ST is 
dated January 29, 1988, with another new release due any 
day. I have yet to find a flaw with the new version, and it 
has added a few features: and print spooler accessory, and 
a program to convert First Word and Word Writer files to 
WP format (ST Writer will be added at a later datc). No 
other word processor offers such a complete set of fea- 
tures to the serious writer, particularly the spell checker 
(the best), thesaurus (the only one), column math, up to 
five columns on-screen, indexing, outlining, table of con- 
tents generation, incredible printer support, widow/ 
orphan protection, and many more. The price is not un- 
reasonable for anyone who spends more than an hour per 
day writing (like most of us). 


There have been several new word processors recently 
released for the ST: Microsoft Write, Calligrapher, and 
WordUp. While all of these offer (GDOS) fonts, and both 
Calligrapher and WordUp integrate graphics and text, 
none are in the same league as WordPerfect. Look for a 
full comparison in issue five of RESET Magazine which 
will focus on word processing. 
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Before purchasing my 520ST, I 
had decided to use GFA Basic as my 
main programming language. Since 
that time I’ve kept a text file contain- 
ing handy routines, ideas, or explana- 
tions to be used as a reference guide. 
Now I'd like to pass some of the better 
ones on to you. 

Some of the explanations in the 
GFA Basic instruction book are vague 
or incorrect; therefore, I expanded on 
some of the commands to help myself 
in later applications. For example, 
such things as using "SHIFT-\" to 
create the vertical bar used as the 
separating character in the "Alert" 
command, were initially hard to 
remember. 

Most of the procedures here will 
not be new knowledge for the ad- 
vanced programmer, but may help 
somcone starting out. The infor- 
mation will also, I hope, encourage the 
non- programmer to try GFA and write 
that self- satisfying program. 


Joystick Evaluation 

When I first read through the GFA 
Basic manual I was unable to find a 
command to read the joystick. The 
mouse was casy, but I wanted to use 
the joystick in an arcade game. My 
program had to wait until I dis- 
covered the following routine: 


Procedure Joystick 
Out 4,22 
Js=peek (3592) 


Cy=(Js and 2)/2-(ds and 1) 
Cx=(Js and 8)/8-(Js and 4) /4 
Return 


This procedure will read the second 
port and place a value in "Cx" and 
"Cy" to indicate in which direction 
the joystick is held. If "Cx" is plus 
one, the joystick is held to the right. 

If "Cx" is minus one, the joystick is 
held to the left. If "Cy" is plus one, 
the joystick is pulled down. Minus one 
for "Cy" and the stick is pushed up. 

A value of zero in either "Cx" or "Cy" 
will indicate no movement of the 
joystick in the X or Y directions. 


Dan Panke 


Colour Settings 

Have you ever tried to use the 
"Sctcolor" command and found that 
when you then used the "Color" com- 
mand, the screen colour was wrong? 

This bothered me for quite some 
time. I thought maybe I was doing 
something wrong, the GFA writer had 
made an error, or my computer had a 
problem. I called around and asked 
some friends if they had run across the 
same problem. I soon found out that 
the "Color" and "Setcolor” registers 
were different. 

Finally I wrote a short program 
that displayed all 16 colours on the 
screen and proceeded to write down 
the corresponding "Color" and 
"Setcolor" comparisons. Here are the 
results: 


Color Setcolor 
0 (0) 


a 
a 


SIFU BwWNHHE 
OINwWHA BNE 


As you can see, only three of the 
registers match. Keep this table handy 
when you want to change a colour in 
your GFA program. 


Screen Resolution 
To determine the screen resolution, 
an "Xbios" function call is used: 


Res=Xbios (4) 
If A=0 

Print "Low Resolution" 
Endif 
If A=1 

Print "Medium Resolution" 
Endif 
If A=2 

Print "High Resolution" 
Endif 


Checking the screen resolution is 
important for most graphic programs. 
You may want to give a warning, or 
use an Alert Box, to indicate to a user 
that the screen resolution present is 
incorrect. I’ve used the "Xbios(4)" 
command in each of the procedures 
that follow. I’ve written a few pro- 
grams that I want to work no matter 
what the screen resolution is when the 
program is loaded. The first procedure 
will centre the text on the screen; the 
second will format text that is in a long 
string variable. 


In each procedure, place the text 
for the sub-routine’s use in the "S$" 
string. 

———— 
Procedure Centre text 
Sw=40 
If Xbios(4) 
Sw=80 
Endif 
Print Tab((Sw-Len(S$))/2) ;S$ 
Return 
Procedure Format_text 
_Sw=40 
If Xbios (4) 
Sw=80 
Endif 
Spot_1: 
If Len(s$)<Sw 
Print s$ 
Else 
AlS=Left$ (S$, Sw) 
Spot 2: 
If Rights (A1$)=" " 


AlS$=Left$ (A1$,Len (A1$)-1) 
S$=Mid$(S$,Len(A1$) +2) 


Print Al 
Goto Spot_1 
Else 


Al$=Left$ (A1$,Len(A1$) -1) 
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Goto Spot_2 Reading the Keyboard and 


Endif 5 
Endif Function Keys : 
Return Sometimes during a program you 


want continuous action, such as in an 


Checking your Printer arcade game. Input from the keyboard 


For some strange reason in GFA, I 
could not replace the "X=Bios(1,2)" 
and "If X" lines with "If Bios(1,2)". 
At present, I don’t see any reason why 
"If Bios(1,2)" should not work. Does 


You may want your program to 
check if the printer is turned on, be- 
fore text is sent to be printed. This 
can easily be done with the "Out" 
command: 


Out 0,0 
If Out? (0) 

Print "Printer is ON" 
Else 

Print "Printer is OFF" 
Endif 


If your printer is not on, there will 
be a delay of about 30 seconds before 
the "Printer is OFF" message is dis- 
played. 


may also be needed to pause the 
program, fire or move an object, or 
some other program variation. Here is 
my routine that will only access the 
procedure, Key_pressed, when a 
function key is depressed. 


anyone know why? 


This concludes my first article on 
GFA help. It may not be terribly 
advanced, but we all have to start 
somewhere. I hope that, as I grow in 
GFA knowledge, you will too. = 


Main: 
X=Bios (1,2) 
If xX 


Dan Panke started his computing by in- 
vesting in an 8k Atari 400 about seven years 
ago. He has written numerous pieces of 


aey pressed public domain software, and has also written 
Endif and operated his own BBS. 
Goto Main Shei aes t 
gy ee Key pressed (You'll notice that the meat of this 
=Inp 


article consists of.quick tips and hints, 
as opposed to a longer tutorial style. 
Let us know if you like this 
approach.--Ed.) 


If X>186 and X<197 
Print "F";X-186;" pressed" 
Endif 
Return 


ee ater 


. Mailbag, continued from page 3 


Magazine for a font creation pro- 
gram called Font Partner from 
Interactive Microware (Box 1188, 
Canyon County CA. 91351) but I 
don't know if it produces printer 
fonts. Then there is still the matter 
of the driver, and how about draft 
mode, 


Can you help with fonts and/or 
printer drivers? Any clues at all 
would be much appreciated. 


Ray Lemke, 
Nepean, Ontario, 


Well Ray, you are in luck, as we use 
a Star NB-24 printer (the 15- inch 
model) in our office here at RESET. 
After some playing around, we dis- 
covered that best results came using 
the NEC P6 draft mode printer driver. 
A page takes about 5 minutes (appro- 
ximately 1/4 the time using a 9 pin 
printer), and the results are quite im- 
pressive. We haven’t found a final 
driver for the NB-24 yet. If anyone 
does find one, please let us know! The 
draft driver can be found on Font Fac- 
tory’s font disk #1. 


Extra screen and printer fonts can to change its width), and, most import- 
also be found in the Font Factory series. antly, the prices cited for his com- 

Font Partner (and SoftLogik’s public pany’s products. RESET apologizes 
domain font editor) allows the creation for any inconvenience caused. Shown 
of both screen and printer fonts. below are the correct (suggested retail) 
US/CDN prices for the ISD product 
line: 


RESET Magazine recently received a 
letter from Nathan Potechin of Inter- 


national Software Distributors (ISD Accounts 2.0 $149.95/199.95 
Marketing, the publishers of VIP Pro- | Calamus $449.95/599.95 
fessional, MasterPlan and STAccounts)  MasterPlan $89.95/99.95 
concerning the MasterPlan review in STAccounts $69.95/99.95 
issue number 2 of RESET Magazine. Symmetry $299.95/ 399.95 
Mr. Potechin took us to task for three © VIP Professional  $149.95/199.95 


things: the way we took artistic licence 
with the name "MasterPlan” in the re- 
view, the fact that the reviewer’s (few) 
problems could have been solved with a 
telephone call (columns can be resized 
by simply dragging the column border 


Chris Karson, RESET’s Managing editor, has 
been involved with Atari computers for sey- 
eral years. He uses his computer primarily 
for word processing, games, and desktop 
publishing. 
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Dungeon Master: 


Live the Fantasy 


Michael D. Riley 


RE 


TITLE: Dungeon Master 

TYPE: Graphic Role-Playing Adventure 
PRICE: $54.95 CDN $39.95 US 

SPEC REQT’S: Colour system only 
FROM: Software Heaven/FTL 


Dungeon Master arrived in local stores just before 
Christmas of ’87, and every copy in town was snapped up 
so fast it made Santa’s cap spin. This has a lot to do with 
the fact that months ago, many users’ groups were given a 
peek at demonstration copies of the program, and eyeballs 
were literally rolling across the floor at the graphics and 
concept. The extended wait had adventure gamers flog- 
ging their dealers with old disks, so when the package 
actually appeared you could almost hear the collective 
sigh of thanks. Here at the magazine, we took our time 
before presenting you with the story on this game, be- 
cause we wanted to take the time to prepare an in-depth 
and useful feature. And, here it is. 


It’s Not Just The Graphics 

If you have been playing Dungeon Master, you know 
the reason for all the hubbub. This is a graphic tour de 
force, utilizing the colour and capabilities of the ST toa 
most satisfying degree. Yes, other games have also done 


very well: Bard’s Tale, for instance, with its well-drawn 
streets and creatures; Alternate Reality is another fine 
example. But I’ve got to say that this one tops them all. 
And it’s not just the graphics: it’s the way the graphics 
have been combined with mouse control-- producing an 
almost flawless user interface--that will put this master- 
piece in the Smithsonian. More on this shortly. 


The Story 

The well-written short story that introduces the adven- 
ture’s purpose casts you as Theron, apprentice to the Grey 
Lord, Master of All the Magick Arts. In a terrible time to 
come, the evil component of the Grey Lord’s persona has 
split off and become Chaos, Ruler of the Dungeon. This 
wouldn’t be so bad but for the "Power Gem", lying con- 
cealed within the Dungeon, which is the one thing that 
can destroy Chaos and bring order to the troubled world. 
It is your job to revive four of the many champions who 
have died trying to retrieve the Gem, and lead them by 
proxy to the "Firestaff". With this magical weapon in 
hand, your Master can once again enter the Dungeon him- 
self and wrest the Power Gem from the demon who now 
controls it. 


SON AIH, 


RY 
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The Game 


After first opening the huge metal doors to the Dun- 
geon, you enter the Hall of Champions. The screen pre- 
sents you with the first-person, "you are there”, three- 
dimensional view that is so important to the overall feel 
of the game. On acolour monitor, the details of the 
underground hallways and the various items found within 
are extremely crisp. (Be warned if you are using a colour 
TV: some of the smaller details, like push- buttons hidden 
among the bricks, will probably not be visible.) The grey 
colour of the brick walls serves as an excellent back- 
ground: when you come across weapons and monsters, 
their colours stand out vividly. Your initial encounters, 
however, will be with portraits of the 24 "dead" heroes in 
the Hall, from whom you must-choose your four adven- 
turers. This is the point at which you begin to notice 
something unusual about the player interface. 


Mouse Control 

Everything you do in Dungeon Master is mouse-control- 
led; you never have to touch the keyboard. This makes 
for fast, intuitive player control and, for me, is half the 
fun of playing this game. A quick example from the Hall 
of Champions will help to explain: You face a portrait of 
a Champion; click on the portrait, and you are shown a 
screen with the hero’s name, picture, life status, and pic- 
tures of his/her possessions. Also shown are an "eye" and 
a "mouth": clicking on the eye reveals a window with a 
detailed account of the hero’s attributes. You’re shown 
everything about the character, and yet you haven’t had to 
type in a single word or hit even one number key. 

But the fun hasn’t even started yet. The character’s 
possessions are shown in little boxes that represent pock- 
ets, pouches and knapsacks. When you find an item in the 


HEALTH 
STAMINA 
MANA 


Typical Character Status Screen 
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Dungeon, you click on it with the hand-shaped cursor, to 
grab it; the cursor assumes the shape of the object. Now 
move the cursor to the "menu bar” at the top of the 
screen, which shows the faces and names of your four 
heroes; the cursor becomes a pointer again. Click on any 
one: out pops his stat screen. Moving down, the cursor 
again depicts the item, and you can place it over a box, 
click, and find that your item is now securely in the 
possession of your hero. 

All actions in the adventure are carried out this way, 
including movement through the dungeon halls, throwing 
boulders, inserting keys and coins in slots, and even 
carrying the bones of a dead partner back to the Franken- 
stein-like Alter of Rebirth. If you wish to examine some- 
thing, carry it to a screen “eye" and click: you will be 
shown another picture and the item’s name and weight 
(the number of items each hero can carry is limited by 
weight). 


Parry, Thrust, Melee 

Doing battle with the charming monsters that relent- 
lessly track you down is also mouse-controlled. When 
you place a weapon in the hero’s on-screen hand, which is 
always represented in the menu bar, an icon showing a 
symbol of the weapon appears in the character control 
box. Clicking on this icon will produce a small window 
of available commands; in the case of some sword-like 
items, you might see "Parry", "Thrust", and "Melee". To 
make a move, click on one of the commands. The 
strength of your attack will depend on your character’s 
abilities, as well as the power of the weapon. There are 
even "special" weapons, such as magic wands, that have 
their own features. And, speaking of magic... 


Continued on page 42... 
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Dungeon Master: The Bad 


Bob Kelly 


After playing Dungeon Master for an average of more than 
two hours per day-- over roughly a forty- day period--Bob 
Kelly prepared this account of the "bad" points of the game. 
This is part of RESET’s commitment to providing you with the 
whole story. 


It is difficult to find anything truly "bad" about Dungeon 
Master. There were, however, a few things that were 
absolutely a pain. 


1. Periodically, your party will be required to sleep to in- 
crease their "mana", "stamina" or "health". The length of 
time required to sleep is directly affected by the power of 
each character. Early on in the game, they can sleep and be 
totally restored in less than two minutes; but, by the end of 
the game, each period of sleep lasted at least eight minutes, 
and in some cases, ten minutes--extremely annoying. The 
characters had developed so much "mana" that the extra time 
was necessary. 

The game would be greatly enhanced if there were a way 
of allowing the characters to restore their powers much more 
rapidly. The game is played in “real time", and I would sug- 
gest that the characters be given the option of some kind of 
“deep sleep", whereby their powers would be restored faster. 
This ability to recover at a quicker rate should not be allow- 
ed without a great risk. Currently, if the party is sleeping, it 
will immediately awaken if under attack, and no damage will 
be done. If the party were allowed to "deep sleep", the mon- 
ster should get a chance to inflict some damage. Since a great 
deal of "mana" is required at all times, there is no way of 
avoiding the sleeping process. The game should, therefore, 
reward the player who takes the greater risk by speeding the 
game up. 


2. During the course of the game, the player will encounter 
a "rock monster". With one exception, I was never able to 
kill one with any of my weapons or spells. I was required to 
have the monster follow me to a certain location, where I was 
able to use another part of the game to assist me in killing it. 
(I am purposely evasive here, so as not to give you any hints.) 
These "rock monsters" are incredibly slow. If it possible for 
the adult mind to accept that a pile of rocks can move at all, 
it is reasonable for the adult mind to expect them to move 
quickly. The designers should either allow the player to kill 
the "rock monsters" with his weapons or tools, or cause the 
monsters to move a little faster, so as to speed up the game. 
Wherever possible, I attempted to run past these monsters; 
this alleviated the situation somewhat but was not always 
possible. FTL, please fix this! 


3. Another fault in the game was in the decision to prevent 
the user from saving multiple games to the same disk. At one 


Robert Kelly is a Teamsters Union President who works, and 


point, I found myself with eight disks of saved games, all at 
various points of completion. My last saved game was less 
than 48K in size; the entire Dungeon Master game only takes 
405K: clearly, there is enough room on the disk. The constant 
disk swapping was a bit of a nuisance that could have been 
dispensed with. It is interesting to note that the saved game 
automatically made a backup of itself. I don’t know what pur- 
pose this served, in that I never had occasion to use the back- 
up. It is my view that the game would have been improved if 
the designers had supported drive B:. 


4. Without divulging too much, it should be noted that there 
are three bugs to be found in the end-of- game portion of 
Dungeon Master. (The game can be completed without 
encountering these bugs.) FTL is aware of the problem and is 
currently working to correct it in later revisions. That’s fine 
for the revisions; but for those of us with the original version, 
these bugs can be a real pain. 


5. On occasion, when restoring saved games, I encountered 
the following: 

System Error 60; or System Error 41. 
I have no idea what caused these error messages. The 
keyboard would lock up, and I would be unable to continue 
and thus forced to reboot the game, using the same saved- 
game disk. On occasion, I would be forced to reboot two or 
three times; yet, on other occasions, one time would be suf- 
ficient. Very strange. 


6. The game boots very slowly. 


7. The conclusion was not up to the standard of the game it- 
self. It should have been more rewarding. 


Overall 

Dungeon Master was simply outstanding. I could hardly 
put it down at night, and I couldn't quit playing until it was 
completed. Isn’t that the very essence of the perfect game? 

On a scale of 1 to 10,1 would rate the program an 8. The 
problems discussed in items 1 and 2, above, force me to this 
decision; when they are corrected, the game will be a9. When 
the problems in items 3 through 6 are corrected, the game will 
be a 9-1/2, and when item 7 is improved, the game will be a 
10. It is simply that good. 


Please, FTL: hurry with Dungeon Master II! = 


plays, with computers of all types and sizes. His primary 
interest is adventure games--he started with Infocom games. 
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[Inside Dungeon 
Master 


Glenn Brown 


I had the chance recently to talk to Wayne Holder, 
President of FTL, about Dungeon Master. The game 
has 1 megabyte of graphics compressed onto one 
single-sided diskette, over 200 different objects, 24 
types of monsters, and 14 levels of dungeon. It took 
four programmers two years to write the 100,000 lines 
of code that make up Dungeon Master. 

A few hints: there are lots of hidden extra areas, 
with special objects that can be used (but are not 
necessary) to conquer the game. Develop magic spells 
for stamina and healing. FTL will be releasing the 
Amiga version of Dungeon Master any time now, with 
the Apple IIGS version following two months later. 
They plan to use the "engine" for future games, which 
will not necessarily be from the same mold (not to say 
that Dungeon Master II isn’t in the future). 


Dungeon Master: Live the Fantasy...Continued from page 40 


Vital Signs and Magic 

An extremely important factor in Dungeon Master is 
how your character is able to develop and utilize the var- 
ious levels of magic that are available. While Health and 
Stamina govern your life-force, Mana is what you really 
need to throw spells around and win this game. The 
“amount” of Mana you possess at any point in the game is 
represented as one of the three bars in the graph beside 
each hero’s picture. The bar falls as you use up strength, 
and then rises when you restore health by sleeping. 

At the right of the screen, above the weapons’ options 
display, is a box showing icons of the magic "syllables" 
available to each character. It is the combination of two 
or more of the six magic syllables, from within each of 
four magical influences, that produces the magic spells. 
The documentation describes these syllables in detail, 
but... the spells themselves are not disclosed. You will 
be spending a lot of time in this game just trying to deter- 
mine what the spells are, and how far your character must 
advance before he/she can use the different potions and 
gestures. It’s worth the work, though, since the animation 
of the spells at work, and the dissipation of the various 
mummies and killer worms, is fun to watch and adds to 
that feeling of participation. I particularly enjoy watching 
the wisps of brown smoke curl up from the remains of 
some of the nastier beasts. 


Documentation 

The manual for Dungeon Master offers an interesting 
story and clear playing instructions. The only hazy area is 
in the section covering Magick, but this is intentional: any 
more information, and the author would have given away 
too much of the "chase". In any case, the magic syllables 
are displayed and described at the end of the booklet for 
handy reference. A quick-reference card of sorts, for the 
keyboard, is provided: I say "of sorts" because keyboard 
access is almost unnecessary, and so there are very few 
keys for which to look. They include Function Keys 1 
through 4, for quickly screening any of your four heroes’ 
attributes; a “Control-S" sequence for initiating "Save 
Game"; the "Escape" key to freeze play; and the cursor 
arrow keys, for movement. And that’s it for documentat- 
ion, except for the FTL sticker also tucked into the box. 


The Bottom Line 

As I stand here, surveying the piles of bones that rep- 
resent my former party of adventurers, their belongings 
scattered about a still-locked metal gate, I can only say 
that trying to describe this deeply interesting adventure 
in words cannot possibly do it justice. I hope that the 
screen photos we have provided will give you some indi- 
cation of what you could be getting into. This is a pro- 
gram that has done what only the best can do, and that is 
to raise the level of user involvement to a higher plane. 
If you enjoy graphic adventure games, you will appreciate 
the quality, and overall "excitement value", that has been 
imparted to Dungeon Master. And for those who have al- 
ready entered those massive iron doors, the paragraphs 
that follow may ease your first few hours of play. 


Continued on page 44... 


T he Hall of 


Champions: 
A Dungeon Master 
Floor Plan 


Dan Panke 


Our Dungeon Master floor plan gives you a layout of the 
entire first level. This level centres almost entirely on 
the selection of your adventuring party in the Hall of 


Champions. It also gives you the opportunity to experi- 
ment with the game’s movement options without fear of 


| | 
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Dungeon Master Spreadsheet 
(Table of Characters) _ 


Glenn Brown 


Level 
Fighter Ninja_Pricst_ Wizard HEA STA MAN Subl Load STR DEX WIS VIT A-M A-F 


3 Boris Wizard of Blador. 
4 Chani Sayyadina Sihaya 
5 Daroou........... 
6 Elija Lion of Yaiopy: 
7 Gando Thurfoot 
8 Gothmog..... 
9 Halk the Barbarian. 
10 Hawk the Fearless 
11 Hissssa Lizar of Makin. 


13 Leif the Valiant. 
14 Leyla Shadowseek 
15 Linflas.... 
16 Morphus the Healer. 
17 Nabi the Prophet... 
18 Sonja She Devil. 
19 Stamm Bladecaste 
20 Syra Child of Nature 
21Tiggy Tamal.... 
22 Wu Tse Son of Heaven, 
23 Wuuf the Bika..... 
24 Zed Duke of Banville. 


acct 
=e 


Averages: 38.3 63.2 13.5 135.0 44.9 43.0 43.0 43.0 42.5 43.0 43.2 


a Portcullis or 
sliding door 


attack. The location of all mirrors is shown and numbered. 

Refer to the accompanying sidebar titled "Dungeon 
Master Spreadsheet (Table of Characters)" for the names 
of the characters locked inside the mirror, and fora 
mathematical calculation of their stats. Whether or not 
the overall totals on the spreadsheet mean anything in 
terms of game play... is up to you to determine! 
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Dungeon Master: Live the Fantasy...Continued from page 42 


Curiouser and Curiouser 

(NOTE: The rest of this article provides playing 
techniques for Dungeon Master and hints to some of the 
puzzles found therein.) 


+ Spend some time writing down all the character infor- 
mation in the Hall of Champions, including the stats 
information hidden under the food and water’ window. 
The two that will usually front your party should have 
better initial "fighter" or "ninja" abilities, since they will 
always be the first to make physical contact with adver- 
saries. Do not select strong fighters with little or no 
Mana: they may look good at first, but eventually the 
need for magic spells becomes all-important. My first 
party had only two members who could use magic, and so 
I was frequently forced to make camp and have them 
sleep to regain their Mana, making the fighters seem like 
so much extra baggage. 


* Youcan choose between the arrow keys for move- 
ment, or clicking on icons of the arrow keys on screen. I 
recommend using the actual keys: you are less likely to 
make a mistake in movement (bumping into a wall causes 
injury in this game), and it also leaves your cursor free to 
click on the battle commands in a hurry. 


¢ There are not a lot of torches around. Casting the 
spell "Lo Ful" will create temporary fire-light; casting 
"Lo Ful Ir" will throw a fireball. 


* There are both "Druid" and "Priest" spells, and the 
only way to determine which is which is to have your 
heroes try them out. Therefore, ensure that all your char- 
acters practice all the spells you know, so that they all 
become as proficient as possible at casting. 


* Locked doors got you down? If they’re wood, think 
"Paul Bunyan"; if they’re wrought, give ’em a negative 
blast. 


* Remember that chests, once emptied, 
can carry new things. 


* The "one wish" fountain on Level 2 
works on a door. 


+ Watch for buttons that appear to be 
part of the wall, and sprung- stone slabs 
that appear to be part of the floor: these 
play an important part in many puzzles. 


¢ Remember that you can run, and you 
can do it sideways to save time. 


+ That first “uncrossable” trap door? 
You must throw two things: first, 
something negative; then, something 
positive. 


* One of the puzzles on the third level involves getting 
achest. Think of it as a carnival “shell game". And when 
you get it, remember: there are hidden rooms everywhere, 
so make sure you eyeball the treasure. 


* Every keyhole and coin slot has a function, and there 
are enough items for them all. 


* Some monsters can be killed by closing gates on 
them. Other, shorter, monsters require that you not be 
one step away from them when you throw magic, or the 
meaning will go right over their heads. 


« Be aware that food is not just lying around. You will 
be eating some of the monsters you kill, and always look- 
ing for more food. Don’t eat just because it’s there; in 
fact, one room, near the stairs at the end of Level 4, seems 
to be a storehouse for meals on the hoof... uh... trunk? 


+ Oh,and, uh... those killer worms? Try a little "dirty 
dancing": remember that they can only attack from directly 
in front of you, so learn how to strike and slip sideways. 


Good Luck... 

There’s more--much more-- but you'll have fun figur- 
ing it out for yourself. I can tell you that there is always 
more than one solution to every puzzle; this is a great 
credit to the designers and authors of the game. It’s also 
true that the hard puzzles are based on common-sense 
physics, and the "unusual" puzzles are easy to solve. 

You'll have fun mapping the 14 levels of Dungeon 
Master, even though you'll find the item you seek long 
before you get to the end. Be prepared to put in a lot of 
hours, and prepare at least two “save game" disks: use one 
for exploring and mapping, and keep one as a master with 
your best saves on it. And try not to think of the kids, 
whose names are appearing on BBSs all over the place 
and who have finished the entire Dungeon without once 
putting pencil to graph paper. = 


Mike Riley is a technical writer/ editor, training consultant, re- 
cording engineer, and all-around nice guy. He has a thing about 
computers, "desktop publishing", adventure games, and spaghetti 
sauce. 


DA 


Came? 
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Timothy M. Smith 


TITLE: F-15 Strike Eagle 
TYPE: Simulation/Arcade 
SPEC REQT'S: COLOR 

PRICE: $59.95 CDN $39.95 US 
FROM: Microprose Software 


The McDonnell Douglas F- 15 is a single-seat, all- wea- 
ther ground-attack and air-superiority fighter. It is also the 
subject of one of the most popular arcade air combat sim- 
ulators released for 8-bit computers: F-15 Strike Eagle, 
from Microprose. Now Atari ST owners can land one of 
these elusive multi-million dollar war machines inside their 
computers for somewhat less than a million dollars. Use of 
the term land is perhaps inappropriate, since this program 
contains no aircraft landing or takeoff sequence. "Elusive" 
is right on target, however, as the F-15 is capable of speeds 
of Mach 2,5 (1750 miles per hour) on the straightaway and 
slightly faster downhill. 

Equipped with 20mm cannon, MK-82 bombs, and Side- 
winder and Sparrow air-to-air missiles, there is enough 
firepower in a single one of these aircraft to barbecue a 
large city or, perhaps, topple some banana republic. If 
you're out to make enemies, you couldn’t have a better 
friend. 


Nicely Done Conversion 

In converting this title to the ST, Digital Illusions has 
kept most of the elements contained in the original, while 
adding extra touches that make an excellent game even 
better. Gone are the see-through wire- framed triangles. 
Various enemy aircraft can be observed in solid- fill shapes. 
Turning away, the enemy reveals glowing afterburners: an 
open invitation to release a heat- seeking missile. The mis- 
sile locks on target and seconds later another MIG 23 erupts 
in ared ball of flame. One more notch to scratch on your 
fuselage when you complete the mission and make it back to 
base intact. 

"Making it back" is no easy task. Three levels (I am 
discounting "arcade" as it is for wash-outs) and seven miss- 
ions will challenge your piloting skill and judgement. Be- 
sides trying to wipe out primary and secondary targets, you 
must contend with fuel consumption, radar- guided surface- 
to-air missiles, air-to-air missiles and the already mentioned 
enemy aircraft, intent on leaving you spread like strawberry 
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jam across some foreign landscape. Your Commanding Of- 
ficer will not take kindly to this sort of littering so, to help 
you, most of the high-tech systems found in the real F- 15 
are available. Besides the guns, missiles and bombs, there 
are long/medium- and short- range radar, several cockpit 
viewpoints, electronic jammimg- flares to confuse heat-seek- 
ing missiles, and the jet engines that can pull you out of 
trouble. Indicators include nav-aids (nice for getting back to 
where you came from) and an altimeter (handy in helping 
you avoid turning your plane into an airborne bulldozer for 
digging ditches). The control pancl for accessing many of 
the above functions is well depicted on the ST version. 
Graphics are functional and detailed without being over- 
whelming. 


MAILE EO 4 


SPOS EOS RFIM3100: 


F15 Combat view. 
Constant Action 

Action in F-15 Strike Eagle is constant. You see a swirl- 
ing stream of land and sky as the aircraft spins and snaps, 
dodging those who are out to punch your ticket. The prog- 
ram reaches out and pulls you into its world. The effect of 
this is heightened by the power of the ST’s microprocessors, 
so that the inherent "arcade" tension blends with the sim- 
ulator realism to provide an exciting and highly visceral ex- 
perience. 
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A Little More, Please 
Any disappointments? Well, the program still maintains 

the plain vanilla background found in the original version. 
There is blue sky with a rather sickly looking yellow blob 
for the sun, and green earth crossed with grid lines to aid in 
the illusion of movement. Since the ST has proven it is 
more than capable of handling large screen-updating rou- 
tines, it would have been nice to see some ground detail, to 
differentiate the kind of terrain found in the various the- 
atres where the F-15 operates. I was also disappointed by 
the opening menus which force the player to click on pilot 
and mission rosters. This was a little cumbersome, although 
some may enjoy the save feature. Included in this opening 
is the option to play by joystick or mouse (although you can 
use only a mouse for the entry menu system). 

em re se een nee Close examina- 
"tion of the scenario 

reveals reality has 
| been sacrificed to 
| artistic license. 
“Lone wolf" 
attacks went the 
way of the open-- 
cockpit biplane, 
and there were no 
_ F-15’s in service 
* during the Vietnam 

war. These are ad- 

mittedly picky 
points. The overall effect of this program is somewhat 
greater than the sum of the individual parts. It manages to 
capture the feeling expressed by pilots who have spent their 
time inside this aircraft and others like it. (The F- 15 is not 
really an aircraft at all. It is two huge jet engines with a 
pilot sandwiched in between. Wings are not needed--you 
just point and go; the wings are there for the bomb-and 
missile-racks.) 

Of the three air combat programs tried on the ST, this 

one is the most fun, and should easily be able to hold its 
own against the competition in the unfriendly skies. 


Mission Choice 


Tim Smith holds a degree in psychology. He is the editor of a user- 
group newsletter, and contributes reviews and features to various 
computer club newsletters and magazines. 


For Further Reading 


"Jet Fighter School" (Air combat Simulators Tactics & 
Manuevers) by Richard G. Sheffield 
This book is mostly based on the game F15 Strike Eagle 
but can apply to other F15 simulations. 
Compute Publications $9.95 - Perfect Bound 
$12.95 - Spiral Bound 
Also by the same author: 
"Gunship Academy” - Available in May 


And More Labels: 
A Review of 
Labelmaster Elite 


Ron Hawkins 


TITLE: Labelmaster Elite 
TYPE: Utility 


PRICE: $69.95 CDN $44.95 US 


I write a lot of letters and enjoy the quality printout 
that Word Writer ST gives me, but I’ve found myself hav- 
ing to put those nice letters in hand- addressed envelopes, 
or resorting to trickery with my printer in order to get 
nicely addressed envelopes. At last a program is available 
that lets you print classy address labels, with or without 
graphics, and organize your mailing lists. Labelmaster 
Elite will enable you to design personal or business 


Lets you print classy address labels, 
with or without graphics. 


labels, as well as print them for your diskettes. You can 
also print index cards and disk directories. A Graphics 
Editor, similar to the editor in Printmaster Plus, is included 
to allow you to edit the 100 designs provided or to create 
your own designs. Labelmaster Elite graphics are also 
compatible with Printmaster graphics, so the number of 
designs available to you is quite extensive. When printing 
labels, you can specify any number of copies from 1 to 999, 


The Nitty Gritty 

Now for some of the nitty gritty details. Labelmaster 
Elite is not copy protected, so you are expected to exercise 
consideration for the designers when you purchase the 
program by not giving away free what you paid hard cash 
to get. 

Labelmaster Elite will perform all the usual file com- 
mands including merge and edit. Any graphics chosen for 
an address are also saved with the file. The program sup- 
ports most 9- and 24-pin graphics printers (Epson and 
Star, for example). It works very well with my Star 
NP- 10, but if you have an oddball printer it would be wise 
to check with Migraph before you buy their program. 


ee Bs NS RN eI 2 ER Re 


Page 46 


The ST Almanac - May/June 1988 


With Labelmaster Elite you can also embed printer codes in 
the label to get any special features that your printer is 
capable of, such as italics, NLQ, and so on. 


With 1 meg of memory you can 
have over 4000 records in memory. 


Over 4000 Records In Memory 
With 1 meg of memory you can have over 4000 records 
in memory at one time. This makes for a very powerful 
mailing-list manager. 
Records can be 
) sorted and searched 
_ by first or last 
names, addresses, 
cities, states, or zip 
codes (postal codes 
| in Canada). [Note 
| that the program 
does not allow for 
- more than two let- 
ters in the "state" 
field (see Figure 1), 
Canadian users 
would probably 
like to see four spaces for provincial abbreviations.] There 
is also a freestyle label selection that enables you to create 
labels for non-standard or large addresses with up to 4 lines 
of wide, normal, or condensed text, with graphics, if desired. 
Unfortunately, freestyle labels will not save with graphics, 
only text. This is, however, a minor point. 


Fest sane HUGUM, 116, 
Last nave: Atta: Soles 
Adéress: 728 5, S1Ird St. 
Clupt Federal May State: Wt Zpt 948 


bvantite: 1| 


torments Graphics Are Our Busness|—___ 
[oc ][ evar [onere ][ er [aro ][ rer 


vo star |} rime | ac esiea) rao wext 


Figure 1. Address Label Setup 


Disk labelling is very versatile with 
Labelmaster Elite. 


Disk Labelling Too! 
Disk eu is sa th versatile with Labelmaster Elite. 
You are given five 
choices for your 
labels: graphic left, 
graphic right, 
triple- wide 
graphic, text only, 
and disk directory 
(see Figure 2). 
A line is inclu- 
ded to allow you to 
_ print text for the 
» top edge of your 
disk. This function 


Desk a be Black Tons te 
Ts Label aster File Editor Fo 


Select design tornat far disk Labels. 


couch * 


Aesigai re Maxim recordst 1261 Jb Records in nenoeyi 


Figure 2. Disk Label Format Selection 


is also used for the printing of 3x5 or 4x6 index cards. 
Some experimentation may be required to get this feature 
set up in the exact spot on your labels and cards. 


Versatile Graphics Editor 

The graphics editor has comprehensive features that en- 
able you to create and manipulate special graphics. Vertical 
and horizontal flips, inversion of black and white pixels, one 
line movement with cursor keys, and drawing in black, 
white, and gray (grey in Canada) are basic features found in 
Labelmaster Elite. Also included is a "block" mode (see Fig- 
ure 3), that allows you to copy, move and mirror blocks in 
Replace mode, and to copy blocks in Transparent mode. A 
"cut-and-paste" feature that uses a clipboard will allow you 
to combine several parts of different graphics into one pic- 
ture. You can also draw frames, boxes, and circles, with 
user-defined locations. The ST’s function keys are avail- 


Well worth considering if you do 
even a modest amount of writing. 


able for the graphics commands as an alternative to the 
menu commands, if you wish to use them, 


A Useful Program For The ST 


In conclusion, I feel that Labelmaster Elite is an 
excellent program, well worth considering if you do even a 
ss 


This is a nice, full-featured program 
that I have enjoyed using. 


modest amount of writing. The disk-labelling feature alone 
is a valuable addition to your software library, and will 
give you very neat 
legible disks labels. 
__ The minor defic- 
_ iencies mentioned 
_ are not significant 
in the overall util- 
ity of this pro- 
gram. This isa 
nice, full-featured 
program that I 
have enjoyed 
using. = 


Figure 3. Graphics Editor Block Mode 


Ron Hawkins is an officer in the Canadian Merchant Marine, who 
uses his ST for entertainment and applications at his home in Owen 
Sound, Ontario 
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Ross's Ramblings continued from page 13 


We have all heard rumours that 
Microsoft has stated that it will never 
work with Atari again. I pray that 
this is not so. If this is the standard of 
software that Microsoft can develop, it 
would be a shame to not have them 
working on the Atari again. Quite 
realistically, an integrated software 
package of the quality shown in Write 
would blow open the productivity 
market, and be a powerful wedge into 
the business market for Atari. 

Write has one of the best- designed 
user interfaces I’ve ever seen, with: 
everything completely thought out and 
operating logically. Almost every 
function can be performed from both 
the mouse and the keyboard, and di- 
alog boxes can generally be operated 
from the keyboard as well. Other 
companies could take a lesson from 
Microsoft in the art of text selection, 
too. Write offers a large number of 
ways to select text for modification, 
and, after using it, you will wonder 
how you ever used any other method! 
The most amazing thing about Write, 


a amu, Bectaore 
ASST 18th fre, Exp Seattle; Me SUE 


PREPARING 5 ONE FR SALE 


The seller can enderstand that shotlog 4 hone wo Its best 
| | advantage nates the Soper want te purchase guickly and at 2 
|| berter price. nere are sone tested tips to set the stage 
for a prafltable and early sale, 


oes Badly faded walls or warn vondiark reduce 


lective palntiog mILL help the seller a¢é a fresh 
uumarred malls wlIL create @ 


Clear wircoes 
eery appearance, 


Ie aber owls, rlonon fncets cll attentlan te 
fanity al bla 


Microsoft Write 

though, is that unlike nearly every 
other program released for the ST, it 
seems to be virtually bug free! How do 
they do that? This may have some- 
thing to do with the fact that the pro- 
gram has been caught in legal limbo 
for quite a while, and so the program- 
mers have had lots of time to iron out 
the bugs. I think there’s another rea- 
son, though: they test their software; 
they test it thoroughly. Maybe they 
even use it before shrink wrapping and 
sending it out to the public. With this 
release, Microsoft has certainly set a 


standard of excellence for other com- 

panies to follow, and I sincerely hope 

they can be persuaded to release more 
software packages for the ST. 


Flash! 


Beg, borrow, buy or steal a MIDI- 
equipped synthesizer from someone or 
somewhere. They are incredibly fun 
to play with. I have been using the 
shareware 32-track MIDI sequencer 
available from Geoff Waddington of 
Scarborough, Ont., on a borrowed 
synthesizer, Great piece of software. 


That’s all, this time around. This 
column didn’t really turn out to be 
short, did it? Next time, I’ll think of 
something really obscure to talk about 
and try to confuse as many of you as I 
can. I promise. = 


Ross Judson is studying computer science at 
Carleton University, specializing in manage- 
ment and business. He is very interested in 
stereo equipment and, ofcourse, computers. 


Oe 


Desktop 


Publishing Update 
Bob Thompson 


Publishing Partner Update 
Publishing Partner Professional by 
SoftLogik is in beta testing and may 
be available by the time you read this. 
The professional version has many 
improvements over the present ver- 
sion, and is actually more a new pro- 
gram. It’s many features include: 
automatic hyphenation and kerning, 
grouping of objects, tagging and style 
sheets, rotation, zoom, more fonts, and 
a wide range of files that import di- 
rectly into the program. As a beta 
tester for the professional version, 
and a desktop publishing enthusiast, 
I’m excited by the potential of this 
program and I’m eager to see how it 
stacks up against the powerful new- 
comers like the Timeworks package. 
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The Timeworks Desktop 
Publisher ST 

Just as this issue goes to press, 
the Timeworks Desktop Publisher ST 
is appearing in the stores. This new 
package comes on six disks, and re- 
quires a comprehensive installation 
procedure. In operation it is best 
likened to Ventura Publisher in that 
it uses tagging and style sheets. The 
program will run on a basic 520ST 
with a single drive. Output is via 
GDOS, HP laser, or Postscript 
drivers. In the future Timeworks 
plans to release art packs and style 
sheet packages. There is an IBM 
version of the program called 
"Publish IT", and the two versions 
are entirely file compatible. Time- 
works calls their ST program a true 
desktop publishing system, operating 
well within the GEM guidelines. 

Once we get achance to have a 
good look at this new package, youll 
be hearing a lot more about it. 


A Subscription 
to RESET 


will keep you informed of 
what’s going on in the world 
of the Atari ST computer. 


A subscription offers timely and 
guaranteed delivery, along with 
substantial savings on the cover 
price. 


Send for your subscription to 
Roey Magazine by: 
* filling out the mail reply enclosed 
with this magazine, or 
writing to us direct, or 
signing up as a credit card suscrip- 
tion on the RESET BBS 
(613) 723-8838 
Rates 
lyear (6 issues) $23.95CDN 
$19.95 US 
2 years (12 issues) $43.95 CDN 
$35.90 US 
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An Introduction to 


GleEM 


As previously explained, when 
an application is handling a win- 
dow it uses either the "evnt_ 
mesag()" or “evnt_multi()" func- 
tion, to wait for GEM to tell it 
when some action, such as a mouse 
click, has occurred within the di- 
mensions of a window. (The actual 


alae 


Programming 


use of all of the "evnt_" functions 
will be explained in a subsequent 
column; for now, either of the fol- 
lowing code examples may be 
used): 


C 


evnt_mesag (event_msgbuf) ; 


The variable "event_msgbuf" is 


a pointer to eight INTegers which 


Steve Couchman 


will contain details of the event 
which has occurred. The same 


This column is the second in a series on practical appli- 
cations of GEM programming. It adds further to the ground 
Sroken in the last issue: window creation and manipulation 
in GEM. The format of this column will differ from that of 
the previous issue, with programming examples presented 
within the body of the article, rather than in a separate 
isting. This approach is being taken because the program 
Estings were quickly becoming too large to be published in a 
column of this type. I feel the reader will benefit from not 
Saving to refer constantly to a listing while reading the main 
article. 


Further Work with Windows in GEM 

In the previous column, which dealt with windows, the 
example given explained how a window could be created, 
awn for the first time, re- sized, moved, closed, and dele- 
ted. In that example, it was assumed that when the pro- 
gram user finished with a window--that is, when the close 
box of the window was clicked on--that window would not 
be used again. Of course, this is not always (perhaps not 
even usually) the case. When a window is closed, using the 
*wind_close()" function, the data structures, allocated by 
GEM to keep track of the window’s parameters, are still be- 
ing used for that purpose; the window can be re-opened 
later, using the "wind_open()" function. All that is required 
is to ensure that the variable containing that window’s 
“handle” is not being used to store another window’s 
“handle”. 

Note that, since the window is still available to be re- 
opened, one of the four windows available to an application 
is being used; if you find that your program has no more 
windows available to it (when the "wind_create()" function 

called), one of the existing windows must be deleted, using 


results can be accomplished by using the "evnt_multi()" 
function, although at first glance, the use of this much more 
complicated function would not seem warranted. 
"Evnt_multi" has many more parameters passed to it, be- 
cause it can be used to wait for a number of events (as the 
name "evnt_multi()" implies), including "message"- type 
events, 


#define MU_MESAG 


Ox10 


int event_which,event_msgbuf [8], 
dummy; 


event_which = evnt_multi(MU_MESAG, 


evnt_msgbuf, 
 O, 
&dummy, 
&dummy, 
&dummy, 


&dummy, 
&dummy, 
&dummy) ; 


Most of the parameters passed (those containing the va- 
lue zero or the address of the "dummy" variable) are un- 
used by the "evnt_multi()" function call, since we are only 
concerned with the "message" events. If we wanted to wait 
for both "message" events and, say, "keyboard" events (if 
the characters typed by program user were to be used in the 
window), the function call could be written as: 


“wind_delete()" function, before another may be created. 


#define MU_KEYBD 
#define MU_MESAG 


0x01 
0x10 


int event_which,event_msgbuf [8], 
event_key_ state, 
event_key returned, 
dummy; 
event_which = evnt_multi(MU_MESAG | MU_KEYBD, 
OF Op, Oy 
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On (Oe c0S 10h cy 
On 1Oy. 0 G7 OL 
evnt_msgbuf, 

0, 0, 
&dummy, 
&dummy, 
&event key state, 
&event_key returned, 
&dummy) ; 


&dummy, 


if (event_which & MU_MESAG) 
/* Handle message event */ 
G 

if (event_which & MU_KEYBD) 

/* Handle keyboard event */ 


G 


When the "evnt_multiQ" function returns, the "event_ 
which" variable will have bits set to indicate which event(s) 
have occurred. (It is possible for more than one event to 
have occurred; that is why an "“if..else if" construct is not 
used to test for the events.) The "event_key_returned" vari- 


able will contain the "scan code" of the key pressed. (A scan 


code is an unsigned integer value which contains the 
identification of the actual key pressed in the high byte, and 
the ASCII code of the key in the low byte. For example, 
pressing "a" will result in the scan code 0x 1E61; pressing 


"A" will result in Ox1E41. This is a holdover, for the sake of 


compatibility, from GEM on the IBM PC.) The "event_ 
key_state" variable will have bits set to indicate whether 
each of the "Shift", "Control" and "Alt" keys was pressed, 
or not, at the time the event occurred. (This is useful when 
the application needs to act on shift-key mouse-click com- 
binations, for example.) 


New Window Manipulation Functions 

Once it has been determined that a "message" event has 
occurred, an examination of the "event_msgbuf" array will 
determine which event has occurred. The first element of 
this array contains the event number for the action that 
should be taken for that window, or any other window, on 
the screen. (These values are DEFINEd in the "gembind.h" 
file in the GEM bindings included with your C compiler.) 
Some of the events possible, including window redraw 
(WM_REDRAW), clicking on the window close box (WM_ 
CLOSED), clicking on the window size box (WM_SIZED), 
and clicking on the window move bar (VM_MOVED), were 
covered in the previous column, so let’s concentrate on some 
of the remaining events. 

Note that for all window events, the fourth element of 


the "event_msgbuf" array, “event_ msgbuf[3]", contains the 
"handle", or identification number, of the window associated 


with the event. This handle should be used with all 
"wind_" calls which require a window handle. (The exam- 
ple included in the last column used only one window, so the 
variable "wn_handle" was used after a window event was 


detected. To prevent any confusion, “event_msgbuf[3]" 
should have been used.) 


Window Redraws 

The window redraw event was mentioned in the last 
column, but a thorough explanation of the method used to 
redraw windows was not. To understand the basic idea be- 
hind window redraws it is helpful to think of the area of a 
window as a rectangle, or series of non-overlapping rect- 
angles, that needs to be redrawn. When a window is com- 
pletely visible on the screen, without any other windows 
partially or totally covering it, it can be defined using one 
rectangle. When the window is covered by another win- 
dow, it may take two or more rectangles to define the por- 
tion of the window that is visible. (This can only be true 
when the window that we are talking about is not the "top" 
window, since the "top" window is the one that is currently 
active; that is: it is the window with the dark title bar.) 

When a portion of a window needs redrawing, GEM 
returns an event to the application, with the coordinates of 
that portion. It is up to the application to query GEM as to 
which parts of the window to be redrawn are actually visi- 
ble so that only those parts of the window are dealt with. 
This is very important for "clean" redraws, since, if an 
application blindly redraws the entire rectangle that GEM 
returns in the redraw event, it is quite possible that some 
other object, such as a window from a desk accessory, will 
be overwritten. 

To illustrate how correct redraws are done, consider the 
following code example: 


area) 


redraw_window(wn_handle, 


int wn_handle; 
GRECT *area; 
{ 
int wn_index; 
GRECT box; 
GRECT *work_area, *undo_area, 
dirty _source,dirty dest; 
FDB *xundo_mfdb; + 
extern GRECT wn_work_area[],wn_undo_area[]; 
extern FDB wn undo mfdb[], screen 1 mfdb; 
extern int vdi_handle; 


/* Setup pointers to the areas for this window */ 
work_area = &wn_work_area[wn_handle - 1]; 
undo_area = &wn_undo_area[wn_handle - 1]; 
undo_mfdb = éwn_undo_mfdb[wn_handle - 1]; 


/* Turn the mouse off, so it is not 
graf_mouse (M_OFF, NULL); 


overwritten */ 


/* get the first rectangle that defines the 
visible parts of the window */ 
wind_get (wn_handle, WF_FIRSTXYWH, 
&box.g x, &box.g y, &box.g w, &box.g_h); 
/* look for areas to be redrawn until GEM returns 
a rectangle width or height of zero */ 
while (box.g_w && box.g_h) 
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{ 

/* determine if this rectangle and the area to 
be redrawn intersect */ 

if (rc_intersect (area, &box) ) 
{ 
/* copy the intersection area */ 
re_copy(&box, &dirty dest); 


/* find the intersection of the window's work 
area and the area to redraw */ 
if (re_intersect (work area, &dirty dest)) 
{ 
/* normalize with the coordinates of the 
undo area */ 
dirty source.g_x = (dirty dest.g x 
~ work area->g x) + undo _area->g x; 
dirty_source.g y (dirty dest.g y 
— work area->g_y) + undo area->g y; 
dirty source.g w = dirty dest.g w; 
dirty_source.g h = dirty dest.g_h; 


/* request the ‘bit blit’ 
to be done */ 
rast op(S_ ONLY, &dirty source,undo mfdb, 
&dirty dest, &screen mfdb) ; 
} 


} 


(redraw) 


/* get the next visible rectangle */ 

wind_get (wn_handle, WE NEXTXYWH, 
&box.g x, &box.g y, &box.g _w, &box.g h); 

} 


/* turn the mouse back on */ 
graf_mouse(M ON, NULL); 

} 

/* Find intersection of two rectangles */ 
re_intersect(recl, rec2) 

GRECT *recl, *rec2; 

{ 

int. to, vty, twy thir 


/* find the right hand side of intersection */ 
tw = min(rec2->g xtrec2->g_ w,recl->g xtrecl->g_w)? 


/* find the bottom of the intersection */ 
th = min(rec2->g_ytrec2->g_h,recl->g y+recl->g h); 


/* find the left hand side of intersection */ 
tx max (rec2->g x,recl->g x); 


/* find the top of the intersection */ 
ty = max(rec2->g y,recl->g y); 


/* update with the coordinates of the 
intersection rectangle */ 

rec2->g_w tw - (rec2->g_x = tx); 

rec2-~>g h = th - (rec2->g y = 


/* determine if the rectangle has width 
and height */ 


return( (tw > tx) && (th > ty) ); 


/* copy one GRECT structure to another */ 
re_copy(psbox, pdbox) 


ECT *psbox; 
T *pdbox; 


psbox->g_x; 


pdbox->g_y = psbox->g_y; 
pdbox->g_w psbox->g_w; 
pdbox->g_h = psbox->g_h; 


} 


The basis behind redraws is the idea that the application 
requests a series of rectangles that define the visible por- 
tions of the window. These rectangles are compared with 
the area that needs redrawing, so that a rectangle of inter- 
section can be found. If an intersection is found, this rec- 
tangle is compared with the work area rectangle that is kept 
for cach window. After finding this rectangle of intersec- 
tion, the intersection area is normalized with the undo arca. 
(The undo area is the coordinates into the block of memory 
that is used to save the current window’s contents, using the 
memory Form Definition Block structure. Basically, when 
the application needs to save the contents of a window be- 
cause the window could possibly be overwritten--and thus 
need to be redrawn--the "rast_opQ" function is used to 
copy the window contents to the undo area memory. This 
saved version is then used for redraws. I will digress more 
about this, and other VDI operations, in a subsequent 
column.) 

At this point, the actual redraw operation can be per- 
formed, using the "rast_op()" function. This function re- 
quircs the following parameters: an integer indicating the 
type of raster operation to be performed (a copy of the 
source --that is: the undo area-- to the screen); the coor- 
dinates of the source area; the location of memory to be 
copied from; the coordinates of the destination; and the lo- 
cation of destination memory. (In this case, the destination 
is the screen, so the "screen_mfdb" structure is initialized to 
point to NULL. This causes GEM to copy the contents of 
the source to wherever the screen is located in memory.) 

GEM is then requested to supply the coordinates of the 
next rectangle that defines a portion of the visible area of 
the window. When all of the window has been defined, the 
“wind_get()" function returns a rectangle width and/or 
height of zero, and the redraw operation is complete. 


In Conclusion 

In this and the previous column, I have concentrated on 
the areas of window manipulation that I have found to be 
the most confusing. There are other details we could delve 
into, but this column, unfortunately, cannot occupy unlimi- 
ted space. If there is a particular question that you have 
concerning window manipulation, or other GEM operations 
that I have not yet covered, feel free to write to me at 
RESET. I will try to answer your questions as soon as pos- 
sible, in a future issue. @ 


Stephen Couchman is a software engincer, author of [*S Talk, and 
co-author of The Isgur Portfolio program. He is very interested in 
sharing his knowledge of GEM and "C" programming 
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TITLE; Vagas Gambler 
Vagas Craps 


TYPE: Parlor 
PRICE: $44.95 CND, $29.95 US. 
FROM: Logical Design Works 


Cancel those reservations to that 
stress- filled oasis in the desert--Las 
Vegas. Why, you ask? Because 
California Dreams has come up with 
a series of games that not only will 
save you a great deal of money, but 
will also protect your health, bar a 
couple hours of sleep. I speak of 
Vegas Craps and Vegas Gambler, 
two great new casino simulations on 
the market. 

I'll say it right up front: these two 
programs are the best casino simu- 
lations that I have ever seen. And, 
better yet, the only required invest- 
ment is the purchase price of the pro- 
grams--an incredibly low $29.95 US 
retail for each. No risk of losing the 
farm or the retirement plan. Plenty to 
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Joe Kuffner 


gain, particularly in care-free, learn- 
at-home education in preparation for 
your trips to the casino or to the 
“charity” casino night at the local club. 


Vegas Gambler 


With an understated title, Vegas 
Gambler is really four games in one. 
Provided for your wagering pleasure 
are Blackjack, a Slot Machine, Video 
Poker, and Roulette. I’ll cover them 
individually in a moment, but first, 
let’s take a look at some of the features 
that these programs share. 

When you load Vegas Gambler, all 
four games are loaded into your ST 
during an entertaining theme song. 
After this stage is complete, you are 
confronted with an innovative and 
unique form of copy protection. The 
disk itself is not protected against 
copying (i.e. it is hard-disk compat- 
ible), but instead relies on a series of 
number/letter codes which are printed 
on unphotocopiable paper. You must 
be able to respond correctly to a ques- 
tion about this card; failure to do so 
will lock your system. 

On with the game. The main 
screen is where you will return upon 
completion of any individual game. In 
this one-player game, you are orig- 
inally given a $500 stake. After this, 
you will be able to save and later re- 
load your stake for continuous play--a 
very nice touch. Rarely, but at some 
point, this also will be where you exit 
the program to the desktop. Less 


rarely, this is where you will be re- 
turned, after losing your stake and bor- 
rowing another $500. 


Blackjack 

Blackjack , probably the most well 
known of the four games, is a simple, 
yet "durable", version of the standard 
game of "21". You do not have the 
opportunity to change the number of 
decks or the dealer’s hit/stand rules, 
but you do follow the common rules of 
Blackjack. These include: dealer stands 
on all 17’s; a player, if dealt a Black- 
jack (a 10-card and ace), is paid 3 to 2 
(another way of saying 1.5 times bet); 
splitting like cards is allowed; ties are a 
push (your wager is returned); and 
doubling down for a one-card hit is 
possible. 

One feature of note is the oppor- 
tunity to take insurance. If the dealer’s 
showing card is an Ace, you may buy 
insurance; that is, pay an additional 
50% of your bet. You are insuring 
yourself against the dealer having 
blackjack. If he has blackjack, you are 
paid 2 to 1 odds. However, unless you, 
too, have a Blackjack, you also lose 
your original wager. If the dealer has 
no blackjack, you lose your insurance. 
No self-respecting Blackjack player 
buys insurance; Vegas Gambler gives 
you the opportunity to find out why. 

The graphics, both in animation 
and card design, are excellent, with 
great detail for the face cards. The 
cards are automatically handled for you 
by the computer; your only respon- 
sibility involves selecting your bet and 
playing options with the mouse. The 


Blackjack 
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game plays quickly, with very realistic 
effects. 

Your bets at the table are from $2, 
for the conservative gambler, up to 
$200 for the high roller (quite a large 
amount, considering that your stake is 
only $500 originally). I must admit 
that I missed the nervousness and 
"thrill" of real wagering (butterflies 
and goosebumps). However, the bright 
side is that even after several losing 
Zands, I still owned my shirt! 

One additional feature is the com- 
prehensive manual that covers this and 
the other games of Vegas Gambler. 
The clear, concise nature of the in- 
structions and strategy tips make read- 
mg it simple. Of particular note is the 
manual’s advice to get some other 
books on Blackjack theory and use this 
program for practice. Good advice. 


Slot Machine 
Slot Machine is another of the 

games provided. This machine offers 
one to five pay lines--and thus $1 to 
$5 bets--in which specific combinat- 
tons of cherries, oranges, lemons, and 
other symbols must line up for pay- 
offs. Realistic flashers grab your at- 


tention when the machine is not in use. 


The winnings even fall into the tray, 
with the corresponding "clinking" 
sounds. The best feature is the excel- 
lent graphics and animation. When 
playing, I’m mesmerized by the colors 
and details of the rotating fruits, bars 
and 7’s. For me, this is computer art! 
The features don’t end there. Auto 
coin insertion (for lazy pullers like 


Siet Machine 


arm and excellent coverage in the 
manual make the Slot Machine a fre- 
quent stop for me in my tours through 
Vegas Gambler. 


Video Poker 

Video Poker comes up accompan- 
ied by the theme from "The Sting". 
Using the same 17th century face card 
design as Blackjack, you have the op- 
portunity to wager against the Video 
Poker machine, just like those found 
in casinos around the world. You play 
draw poker and have the opportunity 
to hold 1 to 5 cards for the draw; a pair 
of Jacks, or higher, pays. Just like the 
real thing, you may bet from $1 to $5, 
with a maximum pay- off of $500 per 
$1 bet for a Royal Flush. Good luck! 


Video Poker 


Video Poker plays quickly and with 
excellent animation, but I personally 
found it to be the least enjoyable game 
of the four provided. This is probably 
because there are so many excellent 
public domain versions of poker avail- 
able. Notwithstanding this fact, the 
programming is very professional, and 
the documentation for Poker is 
comprehensive. 


Roulette 

The last of the games available in 
Vegas Gambler is Roulette. Not only 
are you presented with the full table to 
place your bets; you also have the 
thrill of a rotating Roulette wheel and 
a bouncing ball. Every bet possible 
can be made in this cleverly- program- 
med version of the game, using $1 to 
$5 chips to place your bets, up toa 


maximum of $200. The diagram in 
the manual helps you place your bet in 
the appropriate location. The mouse 
control of the chip placement is actu- 
ally an enhancement to the actual 
game: you don’t have it this easy at 
the casino. 


Roulette 


The manual contains a description 
of all the bets possible and also des- 
cribes the pay-offs. An advantage of 
playing Roulette on the computer is 
that you can test your own gambling 
theories without the risk of losing 
money. Personally, I’m a believer in 
the old, even money bets, because they 
give the House the least advantage 
(pay-off is even money, and your 
chance of winning is 18 of 38, leaving 
a little over 5% advantage to the 
House). Any other bet produces a 
higher House advantage. 


A better collection of 
computer casino games 
is not available. 


All four games share two outstand- 
ing elements: excellent programming 
with attention paid to every detail; and 
a very well-written manual, full of 
strategy tips and the rules of each 
game. A better collection of computer 
casino games is not available. If you 
have the slightest interest in casino 
gambling, you ll want Vegas Gambler. 
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Vegas Craps 


Vegas Craps is the most compre- 
hensive craps program that I have 
seen on any computer. One might say 
that this simulation is the FLIGHT 
SIMULATOR II of gambling games. 
It is so realistic--so exact in every 
way--that after six or seven hours of 
continuous play, I started to wonder if 
T could ever quit! Let me tell you about 
it. f 

The low-resolution, colourful title 
screens are replaced by a half-table . 
view of a full-featured craps table; an 
upbeat tune entertains you while the 
program loads. At this point, you 
must answer the copy- protection que- 
stion; a slightly different card is pro- 
vided with Vegas Craps than with 
Gambler. After correctly answering 
the question, it’s time to play one of 
the fastest, most exciting gambling 
games--CRAPS. 

After witnessing a couple of tosses 
of the dice, you’ll soon realize that 
there is a lot going on. The large dice, 
thrown across the screen at the click of 
the mouse button, reveal the next po- 
tential win or loss. This is the only 
similarity to the back-room game of 
craps. Scanning through the 30- page 
manual, you’ll find out what’s different 
about Vegas Craps; it is a very intri- 
cate and sophisticated game. 

Five chip denominations, from $1 
to $500, are available to place your 
bets (to a maximum of $1000). Your 
original stake is $1000, and, if requir- 
ed, you may borrow more money from 
the casino. Use of the mouse to place 
the chip, and to select the chip denom- 
inations, is very natural and quick. As 
you get into more-complicated bets, 
you can select some "auto" features 
that speed up bet placement. Two ex- 
cellent examples of the auto feature 
are the "Buy All" and "Place All" bets: 
these require the player to not only 
place chips at several places on the ta- 
ble, but also to place them in multiples 
of $5 and $6, in order to assure the 
proper pay-off. 

In addition to the "Buy" and 
"Place" bets, others include: "Pass", 
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"Don’t Pass", "Come", "Don’t Come", 
"Odds", "Combinations", the "Don’t", 
"Hardways" (and "Hopping Hard- 
ways"), "Big 6", "Big 8", and any of 
several one-roll bets. All of these bets 
are explained in detail, along with 
some strategy information, where ap- 
propriate. Also available is the popu- 
lar Vegas option to turn "OFF" and 
"ON" your bets at any time, for any 
period, without having to remove your 
chips. 
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Vegas Craps 


Everything for the novice through 
to the expert is contained in the con- 
cisely- written and detailed diagrams in 
the manual. You'll find tips on basic 
bets; the mechanics of the mouse in- 
terface; and a comprehensive discus- 
sion of all the possible bets, including 
odds and pay- offs. If you find reading 
manuals difficult, the program also 
offers on-screen help on every element 
of the game, Talk about an enhance- 
ment to the the real thing! 

I've tried to give you some feeling 
for the complexity of Craps and to 
convey to you how well it is handled 
by Vegas Craps. What I haven’t told 
you is how much fun this game is to 
play. After about 30 minutes of play, 
I had learned enough about Craps to 
be "dangerous"; now, there aren’t 
many nights that pass without me 
playing Craps. It isa game of both 
chance and skill, where knowledge, 
mental calculation and practice are the 
tools to overcome the odds and break 
the bank. To do so in Vegas Craps, 
you need only increase your stake to 
$10,000. I’ve done so on a couple of 
occasions, but only when making 


"lucky" bets. My largest pay-off was 
$3,875 for a $500 "Horn Bet". Oh, if 
only it were real money, this time. 


One might say that this 
simulation is the Flight 
Simulator IT of 
gambling games. 


Programs like Vegas Craps are a 
dream come true for gamblers of all 
kinds. The reason I say this is that far 
too many gamblers simply aren’t 
educated enough prior to betting in the 
casinos. Any program that offers as 
much tutoring as Vegas Craps and still 
maintains a high interest level for 
players is a must-have. For your pur- 
chase price, you get both an education- 
al and entertaining piece of software. 
But, even more importantly, you will 
save yourself from the stress and anx- 
iety of the casinos in Las Vegas and 
Atlantic City, until you are prepared. 
Practice makes perfect, and there are 
several good books on casino gambling 
games. This program provides an ex- 
cellent training ground for testing your 
own "formula for gambling success". 


The moral of this month’s 
"ORDERS" is that you can look to en- 
tertainment software not only for re- 
laxing diversion, but also for bona fide 
adult education--and have fun while 
you're at it. Always remember to fol- 
low your Doctor’s Orders... m= 


Joe Kuffner is a mechanical engineering 
graduate of Carleton University in Ottawa 
who now lives in Washington D.C. He is an 
active participant in several Washington 
area ST User Clubs, and specializes in word 
processing and parlour game software. 
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DC- Clock Version 3.1 
Double Click Software 


X- Utilities Release 2.00/ 
E Forson 


First Word File Converter 
Version 1.1 Sylvain Gagnon 


Stone Age Deluxe 
David Addison and John Hickey 


Public Beat is a regular column 
featuring the latest in public domain 
and user- supported software. PD soft- 
ware is exactly that-- software intended 
for the public. It is usually found in 
one of two forms: 'Freeware’ or 
‘Shareware’, the former being without 
cost and freely encouraged to be distri- 
buted. The second involves a small 
contribution to the author, in consider- 
ation of his time and effort invested in 
creating the program. 

This software can be acquired 
through most user clubs and BBS sys- 
tems, and from information services 
like Compuserve and GEnie. If you 
have released a program into the pub- 
lic domain, and would like to see it ap- 
pear in Public Beat, please send it to 


tecleg, 


fates e228 
Tine: 12:04:08 Pq 


BC Clock 


X- Utilities 


DC Clock 3.1 

This useful little program is a 
memory resident clock that runs in the 
background while displaying a handy 
digital clock in the top right hand cor- 
ner of the screen (a la Macintosh); it 
remains when you run other programs. 
The program comes in two forms--an 
accessory (.ACC) and a program (.PRG) 
file. 

So, for those who want an alterna- 
tive to a clock cartridge, this program 
will provide a painless and easy solu- 
tion to your time/date stamping needs. 


X- Utilities 

X- Utilities is a utility package that 
has proven to be one of the most in- 
dispensable programs in my software 
library. The program’s best feature is 
its ability to repair damaged disks. 
Disks that once left you with that frus- 
trating "DISK MAY BE DAMAGED" 
message now stand a fighting chance. 
The program attempts to read the da- 
maged portions and then rewrite the 
bad sectors. One note of warning 
though: some disks may prove to be 
unrepairable, and, when a repair is at- 
tempted, the disk may be trashed en- 
tirely. 

Other features include extended 
disk formatting up to 82 tracks anda 


copy function that will duplicate disks 
of any size. Printer and keyboard con- 
figurations can be customized to your 
needs and then saved to disk. Also, the 
amount of free system memory is dis- 
played, and a warm reset can be ac- 
complished. 

X- Utilities is a very flexible desk- 
top accessory that I cannot recommend 
enough. Thumbs up to Forson on a job 
well done! 


First Word File Converter 1.1 

Have you ever loaded an ASCII file 
into First Word or WordWriter ST and 
found that you could not reformat the 
text properly? Well, Sylvain Gagnon 
has answered our prayers by providing 
this handy utility to convert ASCII 
files to First Word format. 

When the program is run, it first 
prompts you for the number of tab 
spaces (the default value is 5 spaces); 
then, a standard file selector box ap- 
pears, prompting for the file to be 
converted (this file cannot have a .DOC 
extender, as the newly-created file re- 
quires that convention). The program 
is quick and handy. Thank you, 
Sylvain. 


Stone Age Deluxe 

This program is GFA BASIC ge- 
nius David Addison’s conversion of a 
program originally by Klaus Kramer. 
John Hickey has also added a few of his 
own enhancements, to make this a 
deluxe version. 

The game is similar to First Star 
Software’s classic 8-bit game Boulder- 
dash (and, more recently, Super 


continued on page 64 
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GFA ARTIST (MICHTRON) 
This latest addition to the GFA 
fold is a powerful paint program that 
allows over 1000 colours on screen in 
low resolution. The fully mouse- 
controlled program also features 
mode mixing, sprites (limited only by 
screen size), compatibility with all 
standard storage formats and the 
inclusion of a run-only utility. 

$i. oe CDN = e BS 


GFA Artist 


POLICE QUEST (SIERRA) 

Police Quest, a 3-D graphic adven- 
ture game, casts you in the role ofa 
police officer, with the assignment to 
clean up crime in a small town. Based 
on the life of an actual policeman, the 


Police Quest 


game includes a crime computer, over 
one hundred city streets, and realistic 
scenes. This game portrays all the 
aspects of a policeman’s job, includ- 
ing dealings with the justice system, 
using full-sentence input and option- 
al joystick control. $59.95 CDN, 
$44.95 US 


LINKWORD (ARTWORX) 

Artworx presents a series of self- 
paced language learning programs. 
Greek, French, Spanish, German and 
Russian are just a few of the available 
packages. These programs are intend- 
ed mainly to give you a working 
vocabulary in the language of your 
choice, to make that out-of-country 
(or province) trip a little more com- 
fortable. While stressing visual 
association and memorization tech- 
niques, it is interesting to note that 


there are no screen visuals: merely 
the words and grammar, and associ- 
ated instructions. Using the accom- 
panying audio tape for hearing the 
pronunciation, you could feasibly 
absorb 400 new words in about 10 
hours. $29.95 US 


KNIGHT ORC (RAINBIRD) 

Another historical text adventure 
from the Pawn people, Knight Orc 
places you in the role of an ugly, evil, 
pig-like Orc. As you would expect, 
graphics are presented along with the 
story line, although these are not the 
familiar scrolling beauties. The ren- 
derings in this story are comprised of 
more subtle hues and have an impres- 
sionistic feel to them. $69.95 CDN, 
$49.95 US 


MOBIEUS (ORIGIN SYSTEM INC.) 
Another adventure game from the 
company that has brought us the 
Ultima series. Unlike the past games 
this one has you guiding a single ad- 
venturer to recover the stolen Orb of 
Celestial Harmony before it can be 
used to destroy the universe. 
Mobieus has an oriental theme as you 
learn the martial arts and ascend the 
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Mobieus 


four planes, Earth, Water, air and 
Fire. Along the way you will be set 
upon by rebel guards and wild beasts, 
but local villagers may be willing to 
help you if you use the right approach. 
$79.95 CDN 


SKY PLOT (ROBTEK) 

Claimed to be "the most compre- 
hensive astronomical simulation ever 
written for any microcomputer", Sky- 
plot lives up to its reputation even in 
loading time: it took us over 35 min- 
utes to start it up. (A quick-load op- 
tion is provided for less detailed ob- 
servations.) $119.95 CDN, $99.95 US 


fate 18 ct2 
Tine 2; 

Geoge, datitude 45,25 ea 
Height of sun 29.18 den 
Height of moan 14°49 69 


ABZOO 


ABZOO (MICHTRON) 

ABZOO is designed to help young 
children learn about letters. Pictures 
of animals, cartoon figures and music 
are intended to capture attention. 
There are three difficulty levels. The 
first level teaches letter recognition, 
the second level teaches typing skills 
and the third level is concerned with 
spelling. $39.95 US 


OIDS (FTL) 

This game resembles an earlier 
eight-bit game, "Chopper Rescue”. 
Esentially it is an arcade game that 
has you rescuing defenseless Oids 
from the Biocrates who want to turn 
them into vending machines. You 
are able to build your own screens. 
$52.95 CDN 


OIDS 
THE JUGGLER (MICHTRON) 

The Juggler allows you to open up 
to seven GEM applications at once. 
Working in colour or monochrome, 
different programs are accessed viaa 


GEM switchboard that lists all load- 
ed titles. All applications you’re 
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The Juggler 


switching between must use sizing 
windows as the only way to access 
the Juggler switchboard is to "top" it 
to the surface. The manual includes a 
programming section to let you sect up 
your Own programs to work with the 
Juggler. $59.95 CDN $49.95 US 


THE ADVANCED OCP ART 
STUDIO (RAINBIRD) 

A graphics package intended for 
both the the artist and programmer, 
the OCP Art Studio runs only in low- 
res, 16-colour mode. It is a compre- 
hensive system for drawing screens 
and designing sprites. The drawing 
"toolbox" is represented on-screen as 
a serics of selectable icons, allowing 
you to choose from a number of func- 
tions including picture manipulation 
such as flips, magnification, windows 
and scrolling, and a unique animation 
facility. You can retrace your steps 
with the "Undo" feature, and assist- 
ance is available in the form of num- 
erous "Help" windows. OCP saves its 
files in NeoChrome format, and can 
be used with certain graphics tablets. 
$69.95 CDN, $49.95 US 


Advanced OCP Art Studio 
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Steven Webb 


School reports : We all have to 
survive the gruelling ways of our hor- 
ridly smiling teachers, greedily demand- 
ing written assignments. We all have to 
put up with totally boring research and 
stick to the report until it gets to school: 
messily written, ripped, torn, and sopping 
wet from the open thermos in our cram- 
med school bag. We all have to crawl up 
to the teacher and think of a ridiculous 
explanation for the condition it is in... 
and then find out that it is unacceptable. 

Do your reports look like they were 
speedily written in a dark, dirty drain 
pipe? If so, you may have just found the 
perfect solution in this article. I’m going 
to take you step by step through prepar- 
ing school reports, from writing the first 
draft, to adding pictures, and finally to 
creating pages. 


The Easy Way to Complete 
Perfect Reports on Your 
Atari ST 


Writing : The First Step 

The easy thing about using a word 
processor for your reports and stories is 
that you only have to type the whole 
thing once. The first try will not usu- 
ally be your final draft, but rather the 
basis for a well edited final paper. The 
first thing you will need a for a perfect 
report is a decent word processor. Two 
of the best I have found are Word 
Writer and Ist Word. These are both 
easy to use, and do the job well. 


Double space your documents so 
you can easily mark the changes you 
want on the printed copy before you 
edit your assignment on the screen. 
You can edit at any time, of course, 
and this is a very useful feature, be- 
cause you can make changes as you go 
along. I suggest you use the program’s 
spelling checker, if it has one. I like to 
have it on as I write. It can become 
rather annoying with all the beeping, 
but it helps me prevent a lot of 
mistakes. 


evicicbhess ponte prameat :\ 
iseifeatlieva nla 
Tn a small country 


stelving for thelr independence, Raged rebels desperately try to 
overthrow the government in hopes that their dying cries for 
freedom are heard, I an speaking of the civil rights of Angola, 
thelr only wish 1s that they gain freedon end the communist nays 
of the government can be crushed under a nex way of Life, They 
‘only hope 4s that their present leaders can be run out of office, 


soa nex volce of freedom can ring throughout the streets, 


Figure 1. Writing the Base Draft 
(Using Word Writer) 


If you have a “desktop publishing” 
package, use it later; in the meantime, 
don’t use fancy type styles (e.g. bold, 
italics, etc.) in your word processor. If 
you don’t have page layout software, 
don’t worry: you can do almost as well 
with the word processor. And in this 
case, do use the fancy stuff. 


Write your base draft. The reason 
I call it a "base" draft is because it is 
only the first attempt, and you should 
work from it. Do not try to clean it up 
or add any fancy stuff yet; wait until 
you have the base draft. Then you can 
read it over and try to make improve- 
ments and correct mistakes. 


A Note On Saving 


When you have finished your base 
draft, give it a name, and save it to 
disk. (Ed. note: To avoid frustrat- 
ion with program crashes or power 
surges, you might consider saving 
your work in progress several times 
before it is finished.) You could, for 
example, save it as "(?)1.DOC". 
This way, you always recognize and 
can keep your original. Then save 
your next draft as "(7)2.DOC". 
Then if you discover that you’ve 
messed something up, you can re- 
turn to an earlier draft. Don’t 
worry about disk space. You can 
always delete the earlier drafts 
when the final is done. The next 
sensible thing to do is to print it out 
and have members of your family 
check it for errors, so you can cor- 
rect the ones you did not see. 


Editing: The Important Step 

By now you should have a printout 
with many pencil marks on it (unless 
you're perfect). Load your original 
draft, make your changes, correct the 
mistakes, and save it as "(?)2.DOC", as 
mentioned earlier. Then print it out 
and read it again. Follow this method 
many times until you are satisfied with 
the results. If you are using a word 
processor only, now is a good time to 
add the bold, italics, underlines, etc. 
You can print it out and hand in a 
beautiful report done an your Atari 
ST. Congratulations on your work. 

And remember, add the fancies 
now only if you are using a word 
processor or a word processor plus 
imported graphics. If you are using a 
desktop publishing package you will 
have to save the written article as an 
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ASCII file (with the word processing 
option turned off on First Word, for 
example, or using a file conversion 
utility). 


Pictures: The Fun Step 

The next step is to draw or add 
pictures for your report. This will 
usually be an option, but it makes the 
report more interesting and more fun 
to look at. You’ll need a drawing pro- 
gram. There are many available for 
the ST, but Degas Elite and Neochrome 
are easy to use (and the best, in my 
opinion). Boot up either one of these 
programs, and draw in black and 
white. This is a lot easier if you are 
using a monochrome monitor, but 
make sure no colours are involved or 
you will get a mess on your final pro- 
ject. Unless you have the proper soft- 
ware, you may have to print your 
pictures separately from the text. 


Figure 2. Drawing Pictures For Your Report 


If you are using desktop publishing 
software, you may not have to worry 
about the size of the drawing in the 
final product: it can usually be chang- 
ed. Even if you are planning to make 
the pictures very small in the final 
product, and even if you are using 
text, you don’t have to draw that small 
to begin with. Remember, you can cut 
out parts of the picture, so feel free to 
use the full page; this also makes it 
easier to draw. I would also advise 
you to use a white background. 

When you are finished your draw- 
ing(s): if you are using a word proces- 
sor which can import graphics, return 
to the word processor and import the 


graphics from the drawing program 
you used. Place and size them in the 
designated spot(s), and you have a 
finished product. At this point, you 
already are going to have one of the 
best final products possible on the ST. 


Layout: The "Professional" Step 

Page layout can be the hardest part 
of the report for some people, and you 
have to make sure you have the other 
parts done before you proceed to this 
stage. There are several "desktop pub- 
lishing” packages, but the one I sug- 
gest is Publishing Partner. I find it 
easy to use, and it makes as good a 
final product as you can get at home. 

(Ed. note: The following description 
is basically aimed at those already famil- 
lar with page layout, as Steven is. You 
may wish to ask for help.) 


Text 

Boot up your disk, name your new 
document, and wait until you get a 
clear screen. Next, set the columns and 
import the text (saved as an ASCII 
file). You should see a rough, messed 
up document. The first thing to do is 
format the page and clean this up. Fix 
up paragraphs, leave space for gra- 
phics (if you are adding some), delete 
unwanted spaces, etc. Since all your 
writing mistakes were corrected earl- 
ier, all you should be doing now is fix- 
ing the appearance. If you look at it 
after you have done this, it should look 
like a half-decent page with only text 
on it. 


Desk File Create-Layout View Style Fornat_Edit 
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Figure 3. Desktop Publishing 
(With Publishing Partner) 


Graphics 

The next step is to import graphics, 
one picture at a time. First you must 
have already left a space for each pic- 
ture. You import each one, usually 
through the buffer, and place it on the 
screen. Take the picture relatively 


Want to make it fancy? 
No problem. 


close to the area you are working in, 
and start to reduce it and fit it into its 
slot. If there is more than one picture 
to put in, use the same method for 
each. If you would like to label some- 
thing, there are usually line-making 
options and other utilities available. 
Use these wisely, because if there are 
too many lines and circles, it could 
mess up your page. (Don’t forget to 
save.) Now you have a nice neat text 
file with pictures. 

Want to make it fancy? No pro- 
blem. Simply highlight the text you 
want to change and select the type you 
would like it to become. You can also 
(in most cases) change the size of your 
text. Follow the same rules as chang- 
ing style and you’ll have a beauty on 
your hands. Again, use these options 
with care or your beautiful file could 
soon look like a ransom note. 

You should have something to 
your liking by now, or you’ve done it 
all wrong. The only thing left is a title. 

If you want, you can put a circle 
around it or make it fancy, or have 
nothing at all. But if you are making a 
title, it should be larger that the rest of 
the text on the page, and attractive. 
Now you can print it out and you have 
one of the best projects computers can 
make. 


The Finished Report 

And if you're still not satisfied with 
the final product, you can do a title 
page! You can make a title page any 
way you want: fancy text, artwork, or 
both. The easiest pages are done with 
the proper software. The two best I 
have found are Publishing Partner and 
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Figure 4. Making A Title Page 
(With Publishing Partner) 


Print Master. With Publishing Part- 
ner, just follow the procedures I de- 
scribed before for page layout. You 
can also use ready-made graphics from 
a disk. The same goes for Print Master 
(a fairly self-explanatory program). 
Make your page, print it out, and take 
a good long look at your whole project. 


You not only made a 
beautiful report, but 
you learned how to use 
your machine to a 
greater extent. 


Proud of yourself? You should be. 
You not only made a beautiful report, 
but you learned how to use your ma- 
chine to a greater extent. Congratu- 
lations! (By the way, if you have just 
discovered that you have no printer to 
print out your work, you’ve still 
learned a lot about your computer... 
and you can always try to hand in a 
disk). = 


Eleven year old Steven Webb is one of the 
new generation of computer enthusiasts who 
have literally grown up with the machine. 
Steven has written a number of reviews, and 
spends many hours solving adventure games. 


... The Tattler continued from page Ll. 


game that the critics are raving about 
(if you can believe the ads). Of course, 
Beyond Dark Castle is already available 
for the Mac (in black- and- white, 
which makes great sense since the ST 
is only good for, what, text or gra- 
phics, I can’t remember now). Linda 
Wohlsen of Three- Sixty tells me that 
the next ST project is entitled 
Harpoon, an exceedingly realistic air- 
craft/aircraft carrier/submarine simu- 
lation, that is "more than just a war 
game." By realistic, she means it in- 
cludes such things as how much it 
would actually cost the major powers 
to build and supply the various fleets 
and machinery. This won’t be avail- 
able until sometime this summer, but, 
if you have another brand of computer 
kicking around, you may have seen it 
already. Another nice bit of news 
from Three-Sixty is that they do not 
plan to become just another distribu- 
tor, but envision a future lineup of 
original, quality products in gaming 
and applications programs. Watch this 
space... . 

Karen Sherman at Spectrum 
Holobyte says that Orbiter, a space 
shuttle simulator, will begin shipping 
in April. Spectrum Holobyte has re- 
cently gone through the old merger/ 
acquisition number, and as a result 
have a beefed up and burgeoning lib- 
rary of new releases just waiting to hit 


the streets--even some for the Atari! 
Like Zig-Zag, due out this August 
(you didn’t hear it from me, folks). 

Finally this issue, Lord British 
(aka Richard Garriott), in his never- 
ending quest for the perfect bedmate, 
has once again affiliated his company, 
Origin Systems, with a new distribu- 
tor: this time Broderbund. And, none 
too soon: Ultima IV: Quest of the 
Avatar for the ST should be available 
in your town now. This is still one of 
the best adventures available for the 
XE; let’s just hope that Origin’s history 
of poor program ports for 16- bitters is 
just that: history. 


Not a lot of news this time around, 
but that’s pretty standard for this time 
of year, as the wave of Christmas re- 
leases has subsided. There continues to 
be, however, a consistent supply of 
good, new packages for the ST arriv- 
ing at your favourite store. I like this 
trend and hope it continues. Until next 
time, please send me your comments, 
queries and vitriole. (Oh, by the way, 
if you’re looking for the Tattles portion 
of this column, we just didn’t have 
enough room; instead, we’ve devoted a 
whole article to this month’s game, 
Dungeon Master. Check the index.) = 


Mike Riley is a technical writer/ editor, 
training consuitant, recording engineer, and 
all-around nice guy. He has a thing about 
computers, "desktop publishing", adventure 
games and spaghetti sauce> 


@ Updates 


* A patch to upgrade Flash from 
version 1.51 to 1.52 is now available 
on Compuserve. Features added 
include ARCing and unARCing. 

* Looking Glass Software’s Alice 
Pascal version 1.5 should now be 
available. This is a free upgrade for 
registered owners. Some minor 
bugs have been fixed, and the 
program now runs approximately 
30% faster. 

* WordPerfect has released a virtually 
error-free version January 1988 
revision) of its popular word 

\ Processor. 


* Simon Poole has released version 
2.02 of his public domain Uniterm 
terminal emulation package. New 
features include an auto-dialer and 
improved colour support. Uniterm 
is available through the university 
Bit-Net and Compuserve. 

* Double Click software has released 
version 2.2 of their DC Format 
program. The shareware program 
is available in both colour and 
monochrome versions. 

* A patch is available for Simon and 
Schuster’s Star Trek simulation, 
allowing it to run properly on the 
Mega-2 and Mega-4 computers. 
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Bruno Degazio 


The Atari ST line of personal compu- 
ters is very quickly establishing a claim 
as the computer of choice for a wide 
range of musical applications, amateur 
and professional. There are many rea- 
sons for this, chief among them being 
its high performance, its inclusion of 
midi-in and - out ports as standard equ- 
ipment, and its low cost. In fact, once 
you add in the cost of midi interfaces 
to a Macintosh (the other music favou- 
rite) or an IBM clone (a definite third 
place), this last item comes out even 
more remarkably in the ST’s favour. 

However, one extremely important 
factor enters into the ST’s fast rise to 
pre-eminence in the computer-music 
world: the availability, in droves, of 
top-quality, imaginative, high-perfor- 
mance music software. Indeed, there 
is something of a chicken-and-egg re- 
lationship when it comes to computer 
hardware and software--the software 
developers are reluctant to invest the 
time and manpower unless there is a 
real market of interested users, and the 
users are reluctant to invest in a piece 
of hardware unless they know that 
good software is available (or is at least 
on the way). Fortunately, the ST has 
already moved out of this dilemma, at 
least as far as musical applications are 
concerned, largely through the fore- 
sight of Jack Tramiel when he decided 
to include MIDI ports as standard 
equipment. 

I had been involved in music soft- 
ware development for micro-compu- 
ters for several years when the ST 
came out in 1984, and, like a lot of de- 
velopers, I saw immediately that this 
sas the ideal box for high-perfor- 
mance music software. The MIDI 
ports were, of course, the obvious first 
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point in its favour. Also quite appa- 
rent were the large memory capacity 
and high speed of its 68000 series pro- 
cessor. A little research into the avail- 
able technical documentation showed 
that it included the one other bit of 
hardware that’s essential to music ap- 
plications--an on-board programmable 
timer that could generate system inter- 
rupts, The Atari ST quickly became 
my MIDI dream machine. 

By whatever route, we’ve arrived 
at the current enviable state of a pro- 
liferation of fine music software pro- 
ducts for the Atari ST. This column 
will be concerned mostly with use but 
sometimes a programmer’s point of 
view will be covered. I’ll begin with a 
survey of types of software along with 
some of my own reactions to specific 
items. We’ll get into more details on 
particular titles and features in future 
columns. 


Sequencers 

This is the software that most 
people have in mind when they think 
of computer music, Despite the rather 
misleading name, [which dates back to 
the dark pre-MIDI days of hand 
patched (!) analog synthesizers], it 
covers a fairly simple to understand 
concept: sequencers are recorders of 
MIDI events, Because many sequencer 
programs are set up to appear to the 
user like a multi-track tape deck, it is 
easy to get confused into believing that 
somehow the computer is recording 
the actual sound of the synthesizer. 
But make no mistake about it--in 


order to record actual sounds at an 
audio quality equivalent to your 
average synthesizer, the ST would 
require a great deal more than 512k or 


a megabyte of RAM. In fact, it would 
require about five megabytes for each 
minute of music recorded! Since even a 
small sequencer can record about ten 
or twenty minutes of music, something 


- else is obviously happening here. 


Perhaps the clearest parallel to mo- 
dern day sequencers is an instrument 
that you may consider terribly old- 
fashioned--the player piano. You pro- 
bably know that a player piano was 
simply a large upright piano that had 
been fitted with a mechanism that 
automated the motions of the keys. 
The song to be played was stored on a 
large roll of heavy paper, which was 
perforated with holes corresponding to 
the exact pitch and rhythm of the 
note. Some player pianos even allowed 
the reproduction of the dynamic (the 
loudness or softness) of the note. In 
modern language we would call that 
paper roll the program, or sequence, 
and the reproduction mechanism the 
sequencer. Now, it’s quite obvious that 
the paper roll is not storing the actual 
sound of the piano being played--it’s 
merely recording information about 
how the piano was played, specifically, 
which keys were struck, and when. 
Similarly, a sequencer program for a 
personal computer is not saving the 
sound of the synthesizer-- that would 
be far too costly in terms of memory, 
(as our earlier calculation showed). It 
writes the same kind of information as 
the player piano roll-- which key was 
struck, and when. In addition, almost 
without exception, modern sequencers 
store the volume of the note, known in 
midi lingo as its velocity. Because of 
the foresight of the designers of the 
midi standard, sequencers are also 
capable of saving information about 
synthesizer functions, e.g., bending the 
pitch of a note, or adding vibrato to 
it--things a piano can’t do. 

The ST has a very good selection 
of sequencer programs to choose from, 
and these cover a wide range of price 
and versatility-- from inexpensive hob- 
byist programs to fully professional 
systems that rival anything available 
on any computer. One of these is the 
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Steinberg Pro-24, a full featured sys- 
tem that emulates a twenty-four track 
tape-deck, complete with fast-forward 
and rewind buttons. It offers the most 
complete selection of editing and modi- 
fication features of any sequencer for 
the ST, but suffers from an inconsis- 
tent and hard to learn user interface. 
Yes, it is a GEM program, so the basic 
features are all there, including mouse 
selection and control of most parame- 
ters, and the ability to add desk acces- 
sories, but the names of functions are 
often misleading. This probably is a 
result of poor translation from the ~ 
German original (the Pro-24 was de- 
veloped by the West German firm, 
Steinberg Research). However, 
for those desiring the greatest 
power and flexibility in a sequen- 
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computer and doubles as a 
sort of mouse pad. The 
program is, however, still 
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DR T also has a complete line of 
music software for the ST, and 
true to the tradition of this small 
but energetic Boston company, 


cer and willing to brave a badly 
translated manual, the Pro-24 is 
the choice. And for musicians 
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who prefer to work in traditional 
music notation, it is the only se- 
quencer for any personal compu- 
ter that offers on-board notation 


editing. 


Closely rivalling the Pro-24 
in terms of flexibility is Master- 


most items are at least a little 
unusual. The sequencer is known 
as the "keyboard controlled se- 
quencer" (KCS) because many 
parameters can be controlled in 
real time from the computer 
keyboard as your music is playing. 
It offers editing flexibility that 
rivals the Steinberg product, and 
has the added advantage of being 


tracks-Pro from Passport Design, 


and it has the German program 
beat in terms of ease of learning 
and use. It is also GEM- based, so 
you can have your favourite desk 
accessories on hand, and it offers 

rather better graphic editing than the 
Pro- 24, including graphic editing of 
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under development, and several key 
features, including graphic and regional 
editing, are not yet implemented, 
(though they are promised by the time 
you read this). It may 
eventually become one of 


the more complete sequen- 


2 3 PRO-24/THENTY-FOUR V, 2.1 
TEES) 


BIDICIEICIRIEIEIEIEIEie Ee 


cers available, but as al- 


(26) 


aig 


HON] ONY ON ONG ON fC RAR a a fa a a a a 


ways, buy the product, not 
the promises. For those 
interested in what a se- 
quencer can do, but un- 
willing (or unable) to shell 
out the $300-400 needed 
for a top- of-the-line ver- 
sion, Hybrid Arts offers EZ- 
TRACK, which is a scaled 
down, upwardly- compatible 
version of their professional 
program. 


easy to learn and use. The coolest 
feature of this program though, is 
that it’s part of an integrated sys- 
tem of music software. DR T has 
even developed a shell for the ST’s 
operating system that allows up to five 
of their music programs to be in 
memory simultaneously and to share 
files and data without rebooting or 
reloading. This is undoubtedly a system 
to keep an eye on. The one big 
drawback of the DR T system is that it 
isn’t GEM based; to a certain extent, 
though, this has been overcome by 
means of a very well thought out and 
consistent user-interface in all the pro- 
grams. @ 


Bruno Degazio is a freelance composer in the 
Toronto film and television industry; his 
work has been performed across North 
America and Europe. He has done much 
investigation of the applications of fractal 
geometry tocomputer music and has been 
involved with Atari computers and computer 
music for many years. 
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THE HAND THAT FEEDS YOU 


Terry Webb 


In which our intrepid reporter continues 
fo ruminate upon the vagaries of com- 
puter-isms, and takes a peek under the 
spreadsheets. 


There are probably thousands of 
programs out there that are different 
or unique, tens of thousands of pro- 
grams that look the same because one 
company has emulated the success of 
another, and thousands of thousands of 
programs exactly the same because 
every computer owner in the world pi- 
rates his brains out whenever the 
chance arises. However, all these pro- 
grams can be broken down into just a 
few different types, and when we look 
at these different types, we can get an 
idea of what use computer owners 
make of their machines. 


Applying Spreadsheets In Today’s 
World 

When you own a computer, you 
have a lot of sheets to spread. This is 
probably because you, like me, spend 
most of your free time in front of the 
machine and are there until 2 or 3 
o’clock in the morning. I generally fall 
asleep in my chair, my body adsorbing 
doses of non-lethal radiation (I now 
Rave two monitors so that the skin will 
peel from both sides of my body at the 
same time), and at 4:15, when my head 
Sits the keyboard and I wake up, the 


best I can do is crawl to the couch. 
With one of these spreadsheet pro- 
grams, my last conscious action need 
only be to insert the proper disk, dou- 
ble-click on the file name and, when 
its loaded, do whatever I have to do to 
make it spread its sheet on the couch 
(usually something like: 
\C5:D7=4[2*A36]) . 

It’s no wonder these programs are 

so popular. Now there’s usefulness! 


History Exposed 

Spreading sheets is a complicated 
application. It’s a real application be- 
cause you are covering something (just 
like paint), but it will be much easier 
to understand if I go over a bit of the 
history. While sheets have been 
spread for thousands of years, until re- 
cent times, the work was almost always 
done by hand. The one notable excep- 
tion to this can be seen in the cave 
drawings of the ancient Chinese pyra- 
mids, where a device consisting of a 
number of different coloured beads on 
thin wires was used to spread sheets. 
At first, power was obtained by har- 
nessing the energy of the young maid- 
ens in the village, but this meant that 
they had no time for more traditional 
work, such as scrubbing floors and 
making beds. Spreading sheets had to 
be done a different way, and a device 
was invented which allowed animals to 


be tied to a spindle and, by walking in 
a circle, generate the power needed. 
Unicorns were used. The trouble was, 
power had to be 60 Hz. This means 
those animals had to run around that 
spindle 60 times a second. Now you 
know why there are no more unicorns. 


When piracy is 
outlawed, only the 
outlaws will have 
enough software. 


Spreadsheet Piracy 

The next major step was the use of 
criminals to power the spindle. There 
weren’t enough of these types around, 
so piracy was outlawed. (When piracy 
is outlawed, only the outlaws will have 
enough software.) Every morning, a 
crew of these low- lifes and derelicts 
was brought to the spindle and put to 
work. At the end of the day, those 
who were still functioning were re- 
turned to their cells. It didn’t take 
people long to realize that a lot of time 
could be saved if cells were incorpo- 
rated into the sheets being spread. 

The supply of pirates began to 
dwindle, and not even broadening the 
definition of “pirate” to include anyone 
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who had ever bounded the main in a 
sailing ship was enough to satisfy the 
demand. A further supply of recruits 
for the power wheel was found by im- 
prisoning political adversaries, particu- 
larly those belonging to the "Fifth Co- 
lumn". At the end of the day, many of 
these had died as well and were laid 
end-to-end in long rows. Someone 
finally realized that the sheet which 
had been spread that day was made up 
of many cells, columns and rows. 


Beta Testing 

Progress on spreadsheets slowed 
down, until the computer was invented 
because of the need for a system which 
could carry out thousands of calcula- 
tions per second. (There is a certain 
amount of poetic justice in the fact 
that a spreadsheet which took seven 
hours to enter can be trashed in a split 
second when all 1,256,517 cells are div- 
ided by 0. But perhaps I’ve gotten 
ahead of myself.) The first spreadsheet 


contained only 9 cells-- because that’s 
all the criminals there were--and was 
useless for anything except permitting 
the invention of tic-tac-toe. The se- 
cond version contained 11 cells arranged 
with an equal number on each side, 
and gave rise to a whole new field of 
mathematics involving numbers un- 
known to man. As the number of 
available cells grew, the possible mani- 
pulations that could be done on the 
contents increased at about the same 
rate. From a beginning of having a 
cell merely empty or full, the newest 
programs allow the contents of a cell to 
be in plain English text, and translata- 
ble to any of 64,128 languages and dia- 
lects by the entry of a simple 782 cha- 
racter command. 


The Truth About Bugs 

The latest craze is to have a ma- 
chine capable of multi-tasking so that 
you can “print a document while you 
are re-calculating a spreadsheet in the 


background!". I know of no human 
who has ever entered a spreadsheet 
with so many mistakes that he feels 
compelled to re- calculate the whole 
thing at the same time that he writes 
his suicide note. As a matter of fact, 
that leads me to explain the origin of 
the first commercial version of this 
program which, after release, was 
found to have over 120 bugs. These 
bugs caused it to hop from cell to cell 
and devour all the free memory avail- 
able. It was like a plague upon the 
land,and reminded the authors of the 
Biblical infestation. When they finally 
had an exact count of the number of 
bugs in the program, they were so 
humbled by the experience that they 
called it Locust 123. = 


Terry Webb is the author of a column car- 


ried in a number of user group newsletters, 
in which he describes the rather confused 
life of a computer owner and his struggles 
with a machine that he doesn’t really 
understand. 
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Public Beat continued from page 55 


Boulderdash for the ST). You are 
Poor Willi, and your quest is to collect 
all of the cabbages while avoiding 
falling rocks. The key to this game is 
planning, as it is quite easy to "paint 
yourself into a corner". Bonuses are 
awarded, depending upon how quickly 
each screen can be completed. There 
are 5 levels to each "world". 


Stone Age Deluxe - editor 


Game options include one- or two- 
player games, with three difficulty lev- 
els. The program has on-line help and 
includes an editor to create custom 


levels. Another nicety is the fact that 
the GFA BASIC source code is includ- 
ed with the compiled version. This 
allows for debugging and enhance- 
ments like the ones made by John 
Hickey for this version. 

This program is very enjoyable and 
can offer many hours of entertainment. 
Michtron’s GFA BASIC has become 
somewhat of a standard programming 
language for ST Public Domain soft- 
ware (I’ve even seen several commer- 
cial products written in this language). 
David Addison is quickly establishing 
himself as the king of public domain 
entertainment software on the ST. = 


Chris Karson, RESET’s Managing editor, has 
been involved with Atari computers for se- 
veral years. He is a Carleton University stu- 
dent, and uses his computer primarily for 
word processing, games, and desktop pub- 
lishing. 
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Accounts” 2.0 & STAccounts 1.0 


Integrated Accounting (GEM°) 
*Accounts now available for Atari ST, Mega ST and Atari PC 


Accounts™ and STAccounts are a brand new concept to solve the 
accounting headaches of small and medium sized companies 
specifically for the first time user of a business computer system. 
STAccounts & Accounts are written totally within Digital Research’s 
“GEM” environment fully utilizing graphics, mouse capabilities 
and keyboard commands. Accounts Receivable, Accounts Payable, 
Inventory Control and General Ledger are totally integrated allow- 
ing full and immediate communication within the program. Batch 
Invoicing and Order Entry for both sales and purchases are han- 
dled by the system and all printed output from the computer can 
be altered, amended, or entirely reconfigured by the user to suit 
their specific needs utilizing the powerful report generator. 


Partial List of Features 

Accounts Receivable (A/R) — Integrated with A/P, G/L & I/C 
Account Numbers and/or Names. Customers Names and 
Addresses. Invoicing/Statements. Credit Limit. 10 Tax Rates. 
Accounts Payable (A/P) — Integrated with A/R, G/L & /C 
Account Numbers and/or Names. Supplier Addresses. Remittance 
Advice/Statements. 

Inventory Control (I/C) — Integrated with A/R, A/P & G/L 

10 Product Goups. Turnover by Quantity and Value. Alpha Item 
Lists. Invoice Information Editing. 


General Ledger (G/L) — Integrated with A/R, A/P & I/C 
256 G/L Accounts. Immediate Account Access. Account Details 
Including Budget. Variance Percentages — Budget vs. Actuals. 


Help — Provided on screen wherever you are in the program. 


Report Generator — A powerful tool integrated into the system 
that allows you to reconfigure, alter, amend or create new reports. 
Accounts include such default reports as: Back Orders, Sales Turn- 
over, Aged Rec/Payables, Statements, Purchase Turnover, Mailing 
List, Price List, Inventory Turnover, Reorder, Inventory Report, 
Profit/Loss Statement, Trial Balance and Balance Sheet, etc. 


Special Features of Accounts 2.0 


Check Writer, Multiple Bank Accounts, Hard Disk Compatible, 
Ship To Addresses, Tutorial Guide, 40 Line Per Invoice, Mouse or 
Keystroke, Operation, Adjustable Printer Driver Spec, P.O. Num- 
bers on Invoices, Cash Transactions, Brought Forward Balances on 
Sales. 

Gem is a Trademark of Digital Research Inc. Other computer and software names are 
Trademarks and or tradenames of their respective manufacturers. 

See your local Atari dealer, or to order call 1-416-479-1880 
ISD Marketing, Inc., 2651 John Street, Unit 3, Markham, Ontario 
L3R 2W5, Canada. Tel.: (416) 479-1880 

Specifications are subject to change without notice. 


